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SOFTWARE 


support for your XL/XE 


TRANSDISK IV «■** NEW! 

Now available exclusively from PAGE 6 SOFTWARE 

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 


TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly! 


• Handles any type of cassette format 

• Allows several games on one disk 

• Handles cassettes that require full 64k memory 

• Complete with chart of exactly how to transfer 
the more popular games 


• Handles cassettes that load extra levels 

• Use all available memory on XL/XE machines 

• Full step by step instructions included4 

Price £19.95 


TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you con simply and easily transfer files to your ST without 
the need for a costly interface TARITALK will transfer text Cites, 
database information, pictures, music files, BASIC programs, In 
fact any file that has a normal DOS directory entry. Just plug In 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - it is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 


fa 4 **' 'PrftyS 6 


SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teoch four to five year olds the alphabet 
plus word recognition and word and picture association. Guide 
them with those first steps whilst also teaching them to enjoy the 
Atari as a creative tool. SPELL ME has been written by a qual¬ 
ified teacher and has been enjoyed by hundreds of Atari 
owning youngsters. Why not let your children enjoy it too? 

SPELL ME is available on cassette at £4.95 
or disk at £4.95 exclusively from PAGE 6 
SOFTWARE 


COMING SOON - MIDIMASTER 
The Midi sequencer and music 
player for your 8-bit Atari 



All items on this page may be ordered with the order form on page 49 or by writing to 

PAGE 6 t P.O. BOX 54, STAFFORD, ST16 1DR. 

Credit card orders may be telephoned to 0765 213926 of FAXed to 0765 54355 
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THE CREDITS 

All of I he LlMUa] slutf in- nn page 3 but here arc 
che people who mFide this issue possible. 

Lns Ellin gham did the editing, layout and 
everything else (as well as hefpLng with the 
cricket nets, trying to get sens* out I hr 
Gas Board!. trying to find a plasterer and 
taking a Hltle time out building tin, stone 
walls in tlie bedroom f| 

Sandy looked alter the advertising and mail 
order and lots of other things 

John R. Barnsley is still doing this arid I hot, 
mostly this which doesn't leave a lot of time 
fur thaC- 

MirS S, Busby has now taken over from 
Stacey Mitchell. She's stilt sellhng in and 
well let you know how she gels on provided 
we don't alt go down with Mod Cow disease 
and can stand (hat funny smell from her 
wellies! 

The Regular Contributors, who provide (he 
backbone of the magazine and ran generally 
be relied upon 10 eocoe up with good articles 
and reviews, are 

Garry Francis Mark Hutchinson 

John S Davison John Davison jr 

John Sweeney Paul Rixon 

Damon Ho worth lan Finlay son 

All other contributors for this issue are indi 
vidualiv credited alongside their articles or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users. 

Goodbt/C McJfht-u.' ... and (honks 

The cover picture Ls by Paul Lingwood and Lite 
hands belong to our local tax Inspector (we had 
to shave all the hair off) 

.’Vc'jjj music this tiiOv/rtm Bofjrrr Earl Keen Jr 
flCMCftes of John Pririe a?id byre Loot-Ef,! Ecgelher with 
new ones from SLtzartrte Vega, JaFi/uiig fTEcr^j and The 
flesr of\‘cm .Wdirritsrjri 17ft rttfrtn(es Eocuthf/ Also 
Heart's Brigade tried Jokes time Jo grata. Martha's 
Vineyard. TTk-' Cousboy Junlries and Chris dnri as 
as manii of (he regular*, foot* tike jJi* amsfc is 
coming back jhts !i. , , , if. Hi/ jit* (irri<* jTrijs is./mjsritvt 
Dajiir^ i’.h'j,' cYjtdfd Fid-' incluth'd hut riuyi'ag CDs in 
SraffocrJ is <w% jnanrjittnWy fcetJrr than! trying to get a 
htw rk- of iilnrlfirlrlir h ir j Saudi ri rabjf!, 1 

NEW ATAlii USER IS Lite magazine, 

PAGE 0 U the iionrrpE . Wherever you see 
RAGE 6 you'll know what it means! 

1 He next Issue of NEW ATARI U5LR could fea¬ 
ture YOllR article or program, 
so £F. VI) IT IN NOW 


PAGE 6 sJigujsJlisE a-Jiaj i/au eari rlr> ?j'rjFr yaur Ala n, 
Wfiri (he exception oj final outpur on a IJocN/idji and 
usd? of a repro camera for the fejm^ «r C d pFiciEtwr. ift* 
rtWgtutfnc is prepared eniiraiy Lo(Eri Atari basod equip¬ 
ment and soft Luar*- - rtai a .vrarittrajdi or IBM in .S'fyb tf 
fiardixYjr* fised irH'ludfs I30XE. 1050 dtsk drive, 810 
disk driw. 4 JO casseJfc faarasJonaiEyJ'J'. 850 Interface. 
.VEC 8023 printer. 1040ST. SAiJ2-l Sfanilar, A tori' 
SH204 fifljid disk drti>e, Cwmana j meg ciisktirtue. 
tjisori ftXlfK) oiirHrr, Kyocera Jaser printer. Micrastu/ 
/er printer iNJ^fcr, Sq/Uuare (radudes Superscript, 

Turbo Baste. Kermtt, PC Iniercomm, TAid-TAI.K, Prird 

U‘‘lZ, uSTWm^r, PrTittiXt arid Fir at .S| ret/( Faririsrif'r 
Arrnri-r'is and programs -submitted art XL/XE disks are 
sab/ccJcd to carious custom le-rifa ri prrxjmm?! J-XfJ&rc 1 
■!>eing frar^p-m'd across jdj [Fie ST era TAfflTALK, AU 
meyw editing ts riooe u.'li ft Pnoiart and pages nr* kii'd 
OUJ Ji-'i'Jfi Flt't-1 Sfrr-d'j P!jbfi.vfi*r A disk Lritb blt'j'iri 
ishcri pttges is sent up Jo The Seta lop Srudni tn A'd?a!- 
oasite fd JgptSchtrKj bitreciu Ltrfio ranaity kviou 1 LcbaJ 
lh.ey are doing ti’iab Jh<r STT to fn? output on n (Jtjofrcn 
300 rind, hey presjo.,fin IsJ-ricT fRJtK-'s are 1 senJ back. It 
rH.rdiLj does work at fast.' AJJ tkaa Js left Js to drajj Fn 
ftti' rjsJings and photos. Well, it 's not quite ftS *rfs!,i as 
(hilt. twjJ ijOii rjc-t rFw rid'jT. 1 



SHOW TIME AGAIN 

Tliis issue should reach you just before the Atari 90 Show til the Novo id but this 
editorial is being written some six weeks beforehand and 1 can't help wondering, or 
worrying, about the show. The last Atari show hosted by Database last June was a 
Jlop with only half the number of visitors from previous shows turning up and [ hope 
that the same thing doesn't happen with Atari 90. Atari seem In have the right ideas 
about pricing for the public with admission at only £2.00 although they are getting 
their money back from the exhibitors as (he stands tire the most expensive of any 
show we have attended. Most visitors don't realise the cost" to an exhibitor of 
attending these events and small companies such as ourselves need to do a lot of 
selling just to break even. Whilst it is nice to treat these shows as a public relations 
exercise, as most of the big companies do. we have to be realistic and try not to lose 
money. We will, as usual, be supporting both the XL/XE and ST machines hut we 
need to put more emphasis on the S'l side since that is where the money' now is. Just 
how much 8-bit support there wilt be is open to question but we do know that Miles 
Better Software, for one. will be going with, hopefully, a lot of software bargains for 
you. Let's hope that there are a few more stands giving 8-bit support. 

All we can do I suppose is go along arid hope that you all go to, Let's hope too that it 
is not filled with imelevancles like Atari PC's and TTs which are of interest only to the 
the minority. It will be good to see you ail there, we'll be downstairs on stand 120' 

RADIO SHOWS 


Continuing the show theme but on a much lower key, I wonder how many of you go 
along to the various amateur radio rallies that arc held in various parts of the 
country? There was one in Birmingham over Easier and, whilst I could not gel along 
to it, Derek Fern who does a great deal to support ihe 8 bit hardware wise had a table 
and reported brisk business and a lot of interesl. These rallies are more suited io the 
hardware buff than those interested in software so I wonder how we would fare If we 
went along to one as an exhibitor? One thing that these have over other shows is that 
they arc held in all different parts of the country and could provide a unique 
opportunity to meet readers that don't venture down to the Big City and (he Big City 
shows, besides, at those, there is little opportunity to chat since we have to sell, sell, 
sell to get our money back. Perhaps some of you could drop us a line and let us know 
vvhtit you think. Would you rome along to see us at a radio rally? I understand that 
there is one coming up soon in Nottingham but there are many others all over the 
country', does anyone have the details? 

The Alternative Micro Show last year was really great and these small shows may well 
be the future for the 8-bit. Incidentally we hear that this years Alternative Micro Show 
will again take place in Stafford in November. Couldn't he belter for us! 


SOFTWARE SUPPORT 


Those of you who read our Accessory Shop updates (free if you ask] will have noted 
that we have obtained an agreement with Database Software to market. Mini Office II 
for the 8-bit now that the original stock is sold out, Tliis is great news lor all Atari 
owners as it means that we are able to keep one of the best serious programs from 
dying away. We have done the same with Transdisk IV and Mldimaster arid, hopeful¬ 
ly. we can continue to do this with other product s which would otherwise disappear. 
There arc still plenty of games around hot the more serious software is fast disappear 
ing and it is unlikely that any new stuff will appear. Did you know, for instance that 
Atari have a, supposedly, top-class desktop publishing program for ihc XL/XE that 
they do not wish to release because il is only on disk? The distribution situation in 
the country is such that only cassette based software has any chance of making it to 
the shops. Funny that, as we find just the opposite, we can’t get rid of cassettes but 
disks sell fine. Most probably, it is because our readership consists of the more 
dedicated Atari fan. Anyway, this DTP" program was offered to PAGE 6 just before 
Chrislmas and we would dearly love to market it but we just can’t gel Atari to send ns 
a copy. Believe me, ive have tried! If anyone fancies dropping Atari a line to support 
the cause, please do so and Let them know that you still want serious software and If 
the author of said program is reading this perhaps he would gel in touch since his 
program is currently gather dust rather than royalties! 

J2s.i blLintjkam 
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There will be even more hardware 

at the Atari 90’s Show. 


There'll be more of everything at the Atari 90s Show. 
More hardware. More software. More exhibitors. More 
experts. 

And more “world firsts” in the Atari Showcase. 

Youll find the world's first pocket-sized PC - the Atari 
Portfolio; the world's first multi-processor workstation - 
the Atari Transputer Workstation; and the world's first 
colour hand-held video games machine - the Atari Lynx. 

Naturally, the rest of Atari's huge range of products 
will be there too, including the highly-acclaimed range of 
PC compatibles and the powerful new ST machines. 

There’ll be people on hand to help you choose new 
equipment. 

Or. if you simply want to get more out of what you've 


already got, there'll be free seminars, user workshops 
and technical clinics. And, in our massive games arcade, 
you can check out all the latest software. 

Admission is just £2, or bring the family for £4 
(2 adults, 2 kids. Extra kids El). 

The Show's on from 1st~3rd iune 1990. (Friday 1st 
and Saturday 2nd, 10.00 am - 6.00 pm. Sunday 3rd, 
10.00am-4 00pm,) It s at the & 

Novotei Exhibition Centre, 111 ATA |/| 
Hammersmith, London. (Nearest 
tube Hammersmith.) f $ 

Don't miss it, or you could fj a 

miss out on a whole new decade * ^_ p 

of computing. 
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SUBSCRIPTION OFFERS ... SUBSCRIPTION OFFERS .. 



A subscription to NEW ATARI USER is well worth while as it ensures that you are not the one who 
is five minutes too late at your local newsagents when the next issue is snapped up and it helps 
us to keep publishing the only magazine to support all Atari home computers. If you love your Atari, 
keep feeding it the best diet around - NEW ATARI USER every couple of months. If you subscribe, 
a copy will drop through your door just when you are expecting it. 

Subscribe now - you know it makes sense and a subscription helps to ensure that NEW ATARI USER 
continues to bring you the best for your Atari 


Subscription prices (for six issues) are £10.00 for UK * £15,00 for Europe, £15,00 for surface mail outside 
Europe and £21.00 for Airmail outside Europe. Overseas rates reflect only the difference in postage 


MAGAZINE & DISK 


XL/XE (and 400/800) owners can take out 
a Disk Subscription and not only save 
money but also get an ATARI USER disk 
box, holding up to 50 disks ABSOLUTE¬ 
LY FREE! This disk box retails at £4.95 
but is yours FREE when you take out a 

new Disk Subscription. AND GET A FREE ATARI USER DISK BOX* 

A Disk Subscription (including the magazine) costs just £25* and that represents a saving of OVER 
£3 against buying the magazine and disk separately! Add the cost of the disk box and you are SAVING 
AROUND £8! Don’t it just make sense? 

Discover the fun of all those great DISK BONUS programs from the next issue 
- tick that box now and have fun when the disk and mag drops through your door 

* UK Price. FREE DISK BOX OFFER APPLIES ONLY TO THE UK. 




t want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue 45 as follows 


Name 

Address 


] I enclose Cheque/Postal Order for £ 


] I wish io pay by Access Vi sa.' MasterCard; Euro card 
... Card No: 

. □□□□□□□□□□□□□□□□ 

] ORDINARY SUBSCRIPTION UK £10.00 Europe £15.00 Expiry date: □□□□ 

Elsewhere Surface £15.00 Elsewhere Air £21.00 

] DISK SUBSCRIPTION UK £25.00 Europe £32.00 Please debl * credit card with the amount shown above 

Elsewhere £42.00 

Signature .... 

I understand thai a UK Disk Subscription entitles me la a FREE DISK BOX which will 
be despatched as soon as my subscription is processed, 


Please feel free to photocopy this form or write your order (clearly please!) if you do not wish to cut the magazine 
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NOT A FANTASY! 

Shortly after the copy date for the last is-saie we received a 
press release from Fantasy Productions in Harlow advising 
of the release of a new range of programs for the XL/XK, The 
company’s first release Is titled POD 1 which is described as 
having been 7 months in the making and featuring some of 
the highest standard multlload background screens seen on 
the Atari along with the most atmospheric introductions 
with high quality music and gamcplay". It doesn't actually 
say what the game is about! 

POO 1 Ls to be released on disk only at ££.■95 and Is to be 
followed by FLUX THE FLEA in June at £ifi.!:>5 on disk and 
£^.95 on cassette. ELECTROFAX Ln July at £14.95 on disk. 
10 DOWNING STREET in September at £6.95 on disk and 
£2.95 on cassette and, finally. POD 2 in December, again on 
disk only at £8.95. Fantasy say that they will be supporting 
the - bit Atari throughout the year and. depending on .sales, 
throughout the early pari of the 90‘s. 

We haw no information on how the games xvill be distri¬ 
buted and since the major distributors will nut touch disk 
based software for lhe Atari. Fantasy may well have prob¬ 
lems with sales. We can only suggest that you try the mail 
order suppliers like Sunaro, Calllsto and Miles Better to see 
If they have these games in stock. 

POSTMAN PATS NON 
DELIVERY 

If you haw- been patiently waiting for Pat and Jess to turn 
up at your front door, then you are going tn tie disappointed 
fjcciiusc Alternative have given up on the Atari 8-bit version 
of the game. We are not sure why because, judging by the Sri' 
version, it should be quite a simple game to implement on 
the 8-bit. Better news is that Alternative du plan to release 
other iiulcs for the 8-bit- A new label has been launched 
called Friendly Learning and will feature a number of ll- 
cences of children’s favourites Including Thomas The Tank 
due out on the Atari 8-bit in June. Most of the titles are 


planned for the ST but Alternative do say that they Intend to 
release many of their titles on the 8-bit during the year. The 
Friendly teaming lilies arc educational and include THO¬ 
MAS THE TANK'S FUN WITH WORDS. SOOTY AND 
SWEEP'S FUN WITH NUMBERS and POSTMAN PAT’S 
SHAPES AND SIZES . These Will all tic at £19 98 on I he ST. 
Another 8-bit title due soon is STORM FORCE produced in 
conjunction with [he Koyal National UfdHal Institution who 
will get a proportion of the proceeds. 

ALTERNATIVE SHOW 

We have now had confirmation that the Fourth Alternative 
Micro Show will be held at the BlngjLey Hall. Stafford on 
Saturday 10th November where ihe usual delights ol fi bit 
bits and pieces, amateur radio and sundry bargains will be 
available. Last year's show was great and we will definitely 
be ai this year’s- Thccoei of a Bland is quite reasonable and 
the show is open to hobbyists and user groups as well as 
businesses. If you an; going |o book a stand please lei us 
know and we will. In turn, let otir readers know what to 
expert. 


HARLEQUIN 

We now haw details of the range of games iltat Harlequin 
intend in release over the coming year. Firstly there is the 
already advertised PLASTRON which should have been 
around for a while now together with ZERO WAR and PRO¬ 
JECT XANTHiON which are imminent, all priced at £7.99 
on cassette and £9.99 on disk- In August you can expect 
MENACE at £9.99 on cassette and £12.99 on disk followed 
in September by shadow of the ghost ai £12,99 and 
£14.99. Also due In September an KICK OFF PLUS. PLAY 
ER MANAGER and DEFENDERS OF THE EARTH. The first 
of those is £7.99 on cassette and £9.99 on disk and the 
others arc £9.99 on cassette and £12.99 on disk. Sounds 
like some good stuff is coming our way. We ll bring you 
reviews as soon as we get the review copies. 


CALLISTO COMPUTERS 


DEPT A3, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533 

7^ O/Scrotz/S/T - 


ATARI SOO/XUXE 


f=TOM GAF?TFIID< 3 ES 

£5 50 eaeft 

Afchon, Beam Rider, Caverns of Mars, 
Defender, DneadnaugM, Eastern Front, 
Food Fight, Galaxians, Hero, Jousi. 
KaUQom, Missile Command, One an 
One, Pacman, Pole Position, Rlvtr 
Raid, Star Raiders, Tennis, US Football, 


GAMES 

Cass 

Disk 

T80 ... 

_ 2.95 


Arfcanofd . 

. 2.95 


A st red ro id . 

2.95 

6,95 

Ball blazer ..-. 

8.50 

9.95 

Black Lamp . 

, 7.75 


Blue Max .. 


4,95 

BMX Simulator ....... 

I 2.95 


Bap 3 Wresile ...... 

m ama ^ 

5.95 

Baulderdash 2 

, 2,95 

5.95 

Colossus Chess IV 

-- 8-75 

675 

Cosmic Plr&l® .. 

2.95 

„ aJi 

Crack up ... 

„ 1,95 

■ ■an 

Cop-S n’ Robbers ... 

. 1.95 


Daylight Robbery ,. 

.. 1.95 

„„ 

Domain ol Ur-dead 

2.95 

|1|T 

□raconus . 

. 5.95 

9.95 

Drelbs .. 

,,,, 

4.50 

Druid . 

, 

5.95 

Encounter . . 

, 2. 95 


Exploding Wall . 

, 2,95 

■ ■■a 

Fa nle stlb Soccer ... 

2.95 

4.50 

Football Manager „ 

.. 2.95 


Fruit Machine Sim 

. 2.95 


Ga untie! ..,,,, 

. 2.95 

...a 


Ghosl hosiers 2-95 

Grand Prik Sim .. 2.95 

Green Berel .. 2,95 

Grid runner 1.95 

G unlaw ., ... 1.95 

Hard ha l l ... 2,95 

Hawkquest 9-50 17.95 

Henry's House . 1.95 

Hover Bover ............ 1,95 

International Karale „„ 5-95 

Jocky Wilson Dart „ 2.90 4.50 

Joe Blade 1-95 

Kennedy Approach .. 8.75 8.75 

Kenny Dalglish . 7.75 11 .SO 

Las vegas casino .. 2.95 4.50 

Little Devil . 2.95 4.50 

Living Daylights .. 2.95 4.50 

Lone Raider .. 3.S0 

Mad . 2.95 

Mirax Force 2-95 

Mountain Bike Racer „ 2.95 4.50 

Mr Dig .. 1,95 

Mr Robot . 4.50 6-95 

Nilemares .. .... 6.95 

Ninja Commando .... 2.95 4.50 

Panther 1,95 

Periscope Up 1,95 

Phantom . 2.95 4.50 

Planet Attack 2-96 

Protector .. 2.95 

Quasimodo ........... ..„ 4.95 

Rod Max ..2.95 

Rescue on Fractalus. 6.95 

Revenge II . 2.95 

Robot Knight .. 2.95 5.9S 

Rosen s Brigade ...... 5.50 5.50 

S. Davis Snooker .... 1.95 

Geary School . 2.95 

Screaming Wings .... 2.90 

Shanghai .. .... 6,50 


Sidewinder . 2.95 

Smash Hits 7 .... 5.95 

Solo Flight ...... 8.75 8.75 

Space wars .. 2.95 

Speed Ace 2.95 4.50 

Speed run .. 2,95 

Speecrtone .. 2.95 

Spin dizzy . 2.95 4.95 

Spy Hunter ..... 4.50 

Spy vs Spy .. 2,95 4,95 

Spy vs Spy Island .... 2.95 

Slar Wars .... 8,95 10,95 

Sun Star .. .... 4.50 

Tall ot Seta 3-95 4.95 

Tiger Attack ............ 7.75 

Touchdown Football ,, .... 395 

Twilight World .......... 2.95 

War Copier . 3.75 6-95 

Winter Events . 2,95 6.95 

Wlzzard ot Wor ..„. 6.95 

Zaxxon .. 4.9S 4.95 

Zybes .. 2.95 4 50 


ADVENTURES Cass Disk 


Gnome Ranger 6.75 6.75 

Gunslinger ... 5.95 

Ingrid's. Back . 12.75 12.75 

Knight Ore 7.95 

Lapis Philosh, .... 5.95 

Scapeghost 12.75 12,75 

Seastalker .. .... 11,50 

Silicon Dreams 12,75 

Suspect . .... 11.50 

The Pawn „„ 5 95 

Time & Magick _ 12.75 

COLOURSPA CE S SO 


Jeff Minter's Light Synthesiser 

Quhiu 0iii r 


WAR GAMES 

Cass 

Disk 1 

Con. Vietnam 

B.75 

B.75 

Crus tide In Europe 

6,73 

9,50 

Decision In Desert ., 

i ppp 

6.75 

Knights of Desert 


B.75 

NATO Commander 

.... 

9.50 

RON-GAME SOFTWARE 

Gass 

Disk 

ACE C Language .... 


2.95 

B-Greph . 


9-95 

Cut-N-Paste 

..... 

9.95 

Fig Forth . 

2-95 

„„ 

Graph It ... 

4.50 

„„ 

Home Filing Manager 

,,-r, 

5 95 

Letter Wizard . 


19.95 

Planetarium . 

„„ 

12,95 

Stall alios .. 

4.95 

aiJJ 

System 6 Pools ..... 

2.95 

■ ■■a 

Technlpolour Dream . 

, 6-75 

895 

Timewise ... 

.... 

9.95 

Touch Typing ........ 

4.75 


Turbo Basic ... 


3-7$ 

Turf Form . 

2.95 

•«+ 

NEWS STATION 

23. SO 

Dtsktop Publishing System |d«sh only] with 
FREE art program and lont ed-tor 

EDUCATION 

Cass 

Disk | 


Juggles House . 

Junior Maths 1 ....... 

.... 5.95 

3.75 

Junior Maih* 2 

, 3,75 

My First Alphabet .. 

.... 6.95 


Can’t find what you want? Then send for out free catalogue of Atari software 
All Atari 8-bit orders include tree membership of the Gallisto Computer Club 
All prices include VAT, postage and packaging for UK orders over £4.00. Please add 40p for orders under £4 


E£C countries add 75p per order. Non-EEC countries add £1 for first item and 75p for each additional item 


Make out cheques and postal orders to Cal list o 
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Mailbag 


Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST 16 1DR 


A SUPER XL? 

I use my 800XL, 1050 drive 
and an Amstrad DMP3160 
printer to help with my 
administration of my local 
cricket club. 1 use Mini 
Office II, Visicale. Text pro 
and Print Shop for most of 
the time and am getting 
tired of the continual 
changing of disks when 
loading different programs 
or files. Having used an IBM 
clone with hard disk at 
work I realise that if 1 could 
afford to purchase the lat¬ 
ter it would probably solve 
my problems. 

What I do have though is 
the main 'board - from a de¬ 
funct SOOXL which I would 
like to link up to my 
machine to make use of the 
extra RAM etc. Would this 
he possible in some form? If 
so how would 1 go about it 
and wAuld if mean that I 
could hold more than one 
program in memory? Would 
it also be possible to have a 
menu from which I can load 
different programs as I do 
at work? 

Graham Winn 

Southend, Essex 

71 le extra Ixwird’ is uirluafly 
useless for if Lis application 
although ijau might be able to 
use /he RAM chips in another 
application. It is quite possible 
to extend the SOOXL la 256fc 
oreuen 512k but the main 
problems are in writing the 
soft uvor? to take advantage of 
the extra RAM. fn tfieory a 
512k machine could load see 
era! programs, holding them 
in. high memory arid suHichirig 
(hem lo normal memory an 
command hut the software in- 
colved mould be as oomph 
rated to write as the original 
programs themselves and 1 
cannot see anyone doing l'j, 
Eaea ori machines like the ST 
switching of programs is not 


common and is Jrauyiht ioKh 
problems, A hard drier may, 
as you say. bt r die ansiner to 
your problems and a hard 
drive is available Jar the XL 
from ICD /dis/ribaued hif Fron¬ 
tier Software in tliis country! 
hut /( ioiil set g on back a round 
£800! Earn then you may 
hace problems in transferring 
programs like Mint Office H 
which normally need to be 
bootedfrom dlrfue J. If I were 
you. 1 mould fie satisfied to 
knom that your humbfe SOOXL 
can cope tvilh the tasks you 
need and put up ioldt a Utile 
bit of disk swapping. 


READ THE ADVERTS 

I would like to know how to 
go about getting a software 
game that has been adver¬ 
tised in your magazine, the 
game I would like is Darg 
which is available on 
n.Ware Software price 
£5-95. is it for use on the 
XL/XE range? Also can you 
tell me If Skull Duggcry is 
available on the XL/XE? 

T,A Summerskill 

Lancaster 

As we stated in the reuiew. 
Darg is only available direct 
from B. Wore mhose address 
is 19 South/ierd Road, Hinc¬ 
kley . Leics. LEW 1UA. They 
lake credit cards and you can 
reach diem on 0456 6 18377. 
Whennueryou lean/ software 
please check aid (he nduer- 
fisemerKs In the magazine, 
B'Ware have ari atlucr(ise- 
ntent an page 1 7 of the issue 
In which Darg mas reviewed 
and there are other advertis 
ers Luho you can cnrr/aci Jbr 
software rather than writing 
to us. The advertisements are 
an important pur? of the 
mayaztne since iltese people 
are the only ones giving sup- 
fxyrt for your machine and 
I hey need your support in 


turn. If you dont take notice 
of the advertisers they ivll/ 
eventually give up and stop 
adoerfistny arid alien that 
happens you may tweU lose 
the only magazine that is de¬ 
voted to your computer. So 
please. ahvays read the 
adverts , Skull Duggcry is Plat 
available dpi the XL/XE but. if 
is. basically, a copy qfBoul- 
derdash or Boulderdash 2 
which are available. Check 
/ he ad ueris . r 


TEXTPRO TIPS 

1 wonder how many readers, 
like myself, who bought 
TEXTPRO 1.2 and DAISY 
DOT II from your public do¬ 
main library have found 
that TEXTPRO does not 
produce the backslash char- 
acter (SHIFT-LEFT ARROW 
on the SOOXL) which is 
essential for DAISY DOT 
print Format? The arrow 
keys only operate cursor 
movement with either Shift 
of Control. 

Quite by accident I found 
the correct sequence - 
ESCape -SHIFT- LEFT 
ARROW - and this is used to 
produce the upper case on 
all four arrow keys. What a 
pity that* in spite of the 
massive 22 page manual, 
this was not mentioned. 
Possibly all this is eleme¬ 
ntary to most of your read¬ 
ers but I thought it worth a 
mention if only to help the 
few who might have the 
same problem. Thank you 
for an excellent PD library. 
Most of your disks, and 
especially TEXTPRO and 
DAISY DOT are worth many 
times the asking price. 
Keep up the good work. 

D.E. Fogerty,. 

Salisbury 

Thanks for the tip. Never 
assume dim all is elementary 
(o other users, mam/Jus f g/L.^ 
up when they come across 
problems like this and never 
use the software again. Some 
one. somricbcrc tufll note gel 
out Text pro and Daisy Dot 
and start using them. Any 
other tips like /his are more 
ifian lueicome and s/and a 
good chance of a mention. 
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MORE HARDWARE 

Is there any chance of you 
continuing with the EX¬ 
PANDING YOUR ATARI 
series from Issue 327 I've 
been waiting for a long time 
for somebody else to write 
in and ask for it but nobody 
did so I’ve broken the habit 
of a lifetime and actually 
written my first letter to a 
magazine. 

It's a great magazine, keep 
up the good work. How 
about doing reviews of your 
PD software? 

T. Brill, 

Orpington 

We discontinued the series 
mentioned because (here 
mere mistakes in some of the 
articles and since me knoiu 
lidie about fiurchmre oursel 
tvs it is virtually impossible fo 
check oat hardufare projects 
before publishing them. The 
article fn the last issue on the 
inrite protect switch aroused a 
lot or interest and. comntent 
and if we get more projects 
tike this written up we milt 
publish t/iem but only if they 
come from sources me know 1 
arc reliable, h is not isorth 
publishing details of projects 
Luftich may riot u-ork or may 
even damage your computer. 

MOUSE TALES 

Please could you tell me if 
there is a special mouse for 
the XL/XE computers? If 
not can you use an ST 
mouse on the XL/XE games 
and software? 

Gary Jones, 

Leigh on Sea 

There fs no special mouse but 
an ST mouse can be plugged 
Into the joystick ports and wilt 
work Luithaut problem, pro- 
cided that the sq/imane you 
ictsh to run has been written 
for mouse control Virtually 
evenj commercial game fs 
written/or joystick only and 
so plugging in a mouse is no 
good. Our Afulti-MoLise article 
in Issue 42 contained a driver 
for a mouse so lhal you coaid 
write your own software and 
products such as Diamond 


COS also use a mouse but ihe 
chances of commercial games 
ever being written to use a 
mouse is. unfortunately. 
remote , 


GOOD SERVICE 

Whilst reading Issue 33 of 
New Atari User I noticed 
your article on page 10 
about Mr E. Hughes offering 
to make copies of the 
games he has typed in from 
listings In the old Atari 
User. Since then I have 
twice sent the necessary 
i.e. CGG tape, £1 cheque 
and s,a,e. to Mr Hughes and 
have swiftly received the 
tapes back full of games. All 
the games have been re¬ 
loaded and tested satisfac¬ 
torily by Mr Hughes before 
he has returned the tapes. 
Just thought I would let 
you know what a good, 
quick and efficient service 
Mr Hughes is providing as 
your article suggested you 
would like some feedback. 

Owen Morgan, 

Stockport 

Thanks/or taking the (rouble 
to write 4 Omen, ft is good to 
hear that Mr Hughes is pro¬ 
viding a useful serutce to Atari 
users and long may It con¬ 
tinue. We don't, unfortunately. 
rj fieri get letters praising good 
service, more often people 
only write when something 
goes wrong but I hasten (o 
add that we have not received 
any complaints at all as far 
as Mr Hughes is concerned. 


SAVE THAT SWITCH 

1 own an Atari 65XE and, as 
you know, when you wish to 
load a boot cassette the 
manual says that you 
should switch the machine 
off and then on again whilst 
holding the START and OP¬ 
TION keys down. Well, I 
thought it would be a good 
Ides to point out that you 
can load boot cassettes 
without the power switch 
being used. If you type 
X=USR(58487) then, whilst 
holding START and OP 


TION, press Return, the 
screen will go black for a 
moment and then you Wlli 
get the normal blue screen 
and a single beep to tell you 
to load your cassette. 

This will save wear and tear 
on the power switch. Most 
programs can he reset using 
the Reset key but there are 
some which will still need 
to be reset using the power 
switch. 

Brian Wright, 

Bishop Auckland 

ORDINARY CASSETTE 

I have an 800XL and 1010 
cassette recorder and as 
you are no doubt aware, the 
play buttons are inclined to 
break. Although I am able to 
purchase replacements 
(from Derek Pern) I should 
like to use my standard cas¬ 
sette deck as a standby 
whilst awaiting new but¬ 
tons. Could you please tell 
me which pln-outs to con¬ 
nect to my recorder, 

B. Rolfe 

Merseyside 

Unfort ll na f el y you can't use 
an ordinary cassette recorder 
ij/ij'zh your Atari unless you 
have got a specially built i/t 
terjhce. A Jew years ago there 
iras such an interface avail 
able from one of our advertis¬ 
ers bat this was discontinued 
some time ago r You'll just 
have la wait for zhe buz tons. 


RUNNING A BUSINESS 

I am at present using an 
800XL and 1050 drive with 
a 1029 printer which, cou¬ 
ple with Visiealc and Mini 
Office III am using to run 
my business, I wish to up¬ 
grade to an Atari ST system 
with printer but first would 
like to know what system/ 
software I could use and 
whether I would be able to 
transfer my business data 
(mainly Visiealc) to the new 
system. As I manage most 
of my work on the Spread¬ 
sheet 1 have no dire need 
for a word processor or 
database, although a 


graphics package would be 
useful, I would be grateful 
for any help you could pass 
on. 

Paul Fortune 

Exeter 

If gourSOOXL can cope tolih 
your business needs (hen any 
ST u?i!J do, there Is no need to 
go la 1Mb arid dartl disks and 
. the like. There are a number 
of spreadsheets for (lie ST, all 
of which ivork without prob¬ 
lem but. s fra pgely. Visiealc is 
nof available. I use V IP Profes¬ 
sional which is excellent and 
u>hich ran note be picked up 
fsplft./rom (he Atari Business 
packs) very cheaply. I can't 
say for certain but VIP should 
be able (a accept Vlsicalc data 
depending on how the 8-bit 
version of Visiealc can save 
JUes. You might have la re- 
save your files in a di|/eretiz 
format Data can be transfer¬ 
red (o (he ST udfh ourcum 
TAR/TALK and you should 
have no problems in getting 
all of your data across. The 
only problems yon might era 
counter ore in translating 
data to use in programs an 
the ST but mos( pf tile (fine ft 
can be done quite simply. 

Your J 029 printer is no use 
Litfth an ST but you can pick 
up Centronics printers like the 
Citizen 120D and Panasonic 
models quite cheaply and no 
extra interface is required. 
Bear in mind (hat soft mare on 
(he ST is expensive. Mini 
Office If, for example mhich 
cost £19.95 for the six prog¬ 
rams on the 8-hit is available 
but only as si* separate mod¬ 
ules (same are still to be re¬ 
leased) the total cost of which 
is aoer jCJSOI Unfortunately if 
is Impossible to glue firm 
advice on exactly what soft¬ 
ware you should use as much 
depends on personal prefer¬ 
ence , Whatever you use. you 
may uw?H_/lnd (hat added fea¬ 
tures make if a much longer 
process to learn to use the 
softiuane property, I would 
suggest that yon go along to 
one of the Atari shores orjlnd 
a goarl retailer who can shorn 
you the differences between 
different packages. Try Soft¬ 
ware Express (n. Plymouth 
a h ho uifll, l am sure, fake (he 
time to aduise you on what is 
available. 
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XL/XE TYPE-IN 

GUESS and 


Guess and Count is an 
educational game for 
the not so young and ... 
older children. An Atari 
computer with at least 
32K is required to run 
this program 



P laying this game is very simple. The computer selects a 
word (5 letters) and it is your duty to find this word in 5 
or less turns. When the cursor appears type in your 

choice. 

[f you can't guess a word you will be penalized by 1.0 points 
- If the word Is found, a counter starts running from 0 to 9, 
Stop the counter by pressing ihe space-bar. This number will 
he added to your score 

- If you can stop the counter at '2' {wild number) you may 
choose any number from 0 to 9 to add to your score 
- The player who first reaches 'll' is the winner. If your score 
exceeds ‘7?' you will be penalised again for IQ points. The 
polnis above 'IT will also be subtracted from your score 
If the word is found at one time the computer asks you if you 
want the 10 bonus points (remember not to go above ’77") 

- The first letter of the word you are searching for will appear 
on the screen in inverse video. Then type in a word that 
begins with this letter 

- Every letter that is In the right position will also be printed to 
t he screen in inverse video. If one or more letters are in 
transposition you will be given only one of them 
- A player loses his turn: 

(f the word isn't found 
If 5 turns are needed 
If the counter stops at L 0‘ 

[f the score exceeds '77' 

- If a word is not guessed [he computer will not tell you what it 


by Robert de Letter 


was. This Is done to ‘save’ words. The word will be added 
again to a siring WORDS. All together there are 405 words to 
play with 

- You can expand this program to play with more than 405 
words. To avoid a memory con 11 id leave out W$. The variable 
F" contains the number of words used In tills game. II ail 
words art: used (line 1220) WORDS is rtlilled with W$. [J W$ 
is left out the game should be amended lo re-read the DATA. 
To find all occurrences of WS.F. WORDS,, use my program 
FINDER (issue 37) 

To see which words are list'd in ’Guess and Count’ type in 
listing 2 with the main program In memory. After this type 
GOTO 10000 and press RETURN 

I hope that you enjoy Guess and Count, it may appear to be a 
simple looking program but ft should prove quite a challenge 
to players of all ages. 
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GUESS and COUNT 


£K i rcm ..i iii n i i i ittitiiu ii ti ii tm m 

PI 2 SEM a GUFSS and COUNT 0 

GE 3 REM H by Hubert de Letter fl 

HR 4 REM tt — —■-— ---- tt 

of s rem a NFW atari USER - June 1990 a 

FC 6 REH r i imu...mi... i n.trnt iti i hm b 

HH 7 REM 

KO 16 GOTO 1526 

bI 26 rem —iii; Winning— 

MU 36 POKE 752,PEEK £7523 =9iRETURN 
EU 46 FOR 1 = 1 TO 261SOUND 6 * 2ft,10,15 I NEXT 
I;SOUND ft,0,0,0!RETURN 
FN 56 FOR H-l TU 26:SOUND 3,IS,2,4!KENT H 
;SOUND 3,B t ®,0:RETURN 
IP 66 FOR 1=1 TO 561SOUND 3,16#,17,15;NEK 
T 1.SOUND 3,6,6,Or RETURN 
RK 76 FOR H = 9 TO ±7 STEP 2 ; FOR Y = 3 TO 11 
STEP 2:POSITION H,Y:? " "1WEHT YlWEHT 
H1 RETURN 

OG fl« FOR K = Zfl TO 36 STEP 7 : FD» Y=3 TO 11 
STEP I ; POSITION H h V!? 11 "INERT YiNEMT 
W:RETURN 

AT 46 IF T>=5 THEN lZfl 
Pt 166 IF NB-B THEN 126 
YZ lift RETURN 
PK 126 PL - NOT PL:RETURN 

AN 13ft FOR 1=15 TO i7:POSITION 2,It? ER$t 
KENT It FOR 1=19 TO 21:POSITION 2,It? E 
RftNEKT IiRETURN 

YU 146 FOR 1=1 TO 106:NEWT I:RETURN 
VF 150 FOR 1=1 TO TSfttNFHT 1: RETURN 
OF 160 FOR 1=15 TO 0 STEP -0,4[SOUND 6*12 
,2,11 NEXT IIRETURN 
CP 170 REM BUD 

U0 ISO POSITION 2,151? "Player "tPL+lt" P 
r?ss space-bar to stop :POKE 764,25 

5:GOSUB 14B :NB = INT IHMD103*10) 

EV 190 POSITION 17,17:? "> > " j NB; " <. <" t SOUN 
D 3,26,0,5 

SG 206 IF PEEK£7643=33 THEN 230 
RK 210 POKE 754,255iSOUND 3,0,6.01 NO“NB +J 
: IF NB>9 THEN NH-O 
OC 220 FOR 1 = 1 ro 9:HEM T 1;GOTO ISO 
PT 73ft SOUND 3,0,fl,0;GDSUB ISO:IF NB = 2 TH 
EH GOSUB 13ft;; POSITION 2,19;? iII*W 

N MMIII'.TIT—M— POKE 754,255: GOTO 25* 

OY 240 GOTO 27ft 

SH 250 POSITION 2,26:? "Select ft lumber f 
0-94"iOPEN Hi r 4,0,"Ki"!GET ttl, K t IF K<4 
6 OR K>57 THEN CLOSE BliGOTO 256 
HH 756 CLOSE «1iN0=K~4fl 
N£ 27ft IF f-1 THEN GOSUB 110iGOTO 29ft 
KM 2A6 GUSUB 14*!£0SUfl 420:GDSUB IXfttGOSU 
ft 9ft;GOSUB 140:POKE 754,256!GOTO 356 
nc 790 PO SITION 2,15: ? >—aun;Tig-] 

: POSITION 2.17 

HU 300 7 "DO YOU WANT THE 1ft BONUS POINTS 
-YWePOKE 754,255: OPEN ttl, 4 » ft, “K E ** ; GE 
T Ml, K 

OA 31ft IF N =89 THEN NB = NB + 16!CLUSE »I:GQT 

0 28* 

BL 32ft IF K=7B THEN CLOSE ttl;GOTH 200 
E« 33ft CLOS E gjUGQ TP 296 
BC 340 REM —HU**— 

OH 356 GOSUB 14ft $ POSITION 2,15:? "Player 

"jPL + li 1 ' it's your turn.": for 1=1 to 2 
1 SOUND 3,16,2.5!FOR 2 = 1 TO 26:NEWT £ 

KL 350 SOUND 3,0,0,0!FOR 2=1 TO 20:HEKT 7 
: NEK T I : G0SU11 ISO ! T=1 
LY £76 IF PL THEN H =28:Y=3lGOTO 39ft 
AU 3B0 N=9;Y=3 

AP 390 iinsUB 1160 :C$ = " "!C$El,13=CHRS 

fA SCfAS (1,133+178 3 :D$ Cl,14 =" "!0$ (2,53 
~A$EZ,53;GQSUB 146;GQSU8 130 
al 4 00 position z,i9:? "Player "jPUlj" - 
TURN NO,“it 

in 410 r=i:roR l=« to k+b step 2:position 
t,Y:? CS£Z,Z3:2=Z+i!NEWT I 
NH 4 7B FDR 1=1 TO 3!POSITION 2,21;? ■— 11 !F 
Oft Z = 1 TO 10 : SOUND 0,156,10,2 t NEWT 2;S 
UUHD ft,O,0,0:FOR Z=i TO lfttNEKT 7 
UK 430 POSITION 2,21t? " M :FOB Z=I TO 101 
SOUND ft,19ft,10,2:NEWT Z:SOUND 0,6,6.6; 
FOR t ~1 TP 1ft:NEW1 Z:NEK T I 
PM 440 POKE S3, J71GOSUB 30 j POSITION Z,20; 
? 1 POSITION 2,21:POKE 754,2BSt1NPU1 HI 
6;Bf:GOSUB 36:POKE «3,39 
IF *sa IF LFN(B5K>5 THEN POSITION 2,21t? 


"WRONG INPUT":GO SUB G«!GOSUfl 150;POSI 
TION 2.21:? EHS£1,124!GOTO 420 
GO 450 IF B?£l , 13 OAS £l , i» THEN POSITION 
2,Zi:? "WRONG INPUT" : GOSilft 5ft : GOSUB 15 
fttPOSITION 2,71:? ER$£1,124:GOTO 4Zft 
TN 4 70 POS ITION 25,1 5 : ? F.RS El , 13 
HU 460 POSITION 2,15;? 

>IHW " 

YN 490 2 = 2:FOR I = M#2 TO H + 0 STEP ZtPaSITI 
ON I,V:? »$£Z,ZS tZ = Z + 1;GDSUB 5*3 F OR W= 
1 TO 8 : NLKT If 1 HEKT I tOOSUB ISO 
PK 560 IF Bf42,23=A?<2,73 THEN POSITION M 
+ 2, Yi? CHR5 fASC IAS £2,23 I+12*4 : GOSitB 4ft 
;€03UB 14ft:1=2:GDSUB 59ft 
DA 51 * IF B$C3,31 =ft$ £3,33 THEM POSITION H 
+4,Y:? CHRS£OSC£AS£3,333+1203!GOSU0 4B 
:GDSUB 140:1=3:GOSUB 590 
DU S20 IF ft£<4,43=ft*C4,43 THEN POSITION H 
46,Y:? CHRS£ASC£A$£4*431+12B4tGOSUB 46 
:GOSUB 146S1=4EGOSUB 59ft 
EG 53ft IF BJ£5,53=A5£5,5T THEN POSITION H 
+8,Y!7 CMPSEASCIAS£5,533+1Z03!GOSUB 4ft 
+ GOSUB 140 51 = 5:GOSUB 59ft 
UP 54ft IF fl 9 = 0$ THEN GOSUB ISft!TftS="":GOT 
0 760 

TO 55ft GDSUB Sftft 

TD 566 T=T+ltIF T>5 THEM TRS="";G0TO 630 
EC 5?0 POSITION 25,15:7 TRf: TR$=*"*“ 

PP ftftft Y = Y + 2 [POSITION 2.21:? ■■n>W9Mi' < 
;GOSUB 6ft:GOSUB 150!POSITION 2,21:? Efl 
S:GOTO 40* 

UK 590 CS EI,13-CHHS£ASCCA5£I,I33+12B3 ;D$ £ 
I,IT=" ":RETURN 

Y6 660 F (411 11=2 TO 5 : FOR Z=5 TO 2 STEP -1: 

IF AS£U,U>=DS£Z,Z> THEN TttS=B$CU,ft) 

OC Blft NEWT Z I HEKT If 3 RETURN 
D7 520 REM EHEDQTIWd^B 

FT 630 POSITION 2,211? r r G 

OSUB 5ft:GO SUB 146;GOSUB 5ft;GOSUQ ISO 
AJ 640 POSITION 2,21!? EftS£1* 153 JPOSITION 

05 65ft FOR 1=250 TO 220 STEP -1:SOUND 3,1 
,1H,15:N£ X T I:SOUND 3,ft,ft,0:GOSUB 15ft 
HF 66ft IF PL THEN 690 

PO 670 SCl=SCt-10!IF SCI<0 THEN SC1=8 

HD 6SS POSITION 3.8!? SCIJ.GOSUB IBftlG 

Old 71ft 

SH 65fl SC2=SC2-lft;IF SC?<0 THEN SC2=ft 
BA 760 POSITION 72,0;^ SC2J" " ; GOSIIB l5e 
UK 710 GOSUB 13fttIF PL THEN GOSUB 80:GOTO 

730 

UK 770 GOSUB 7ft 

SA 73ft GOSUB 98:FOR 1=1 TO 1ENCAS) !AS El,I 
3=CHR$£ASCfASlT,I34 -bJtWEHT I tWORDS CLE 
H CHORDS J+IJ=A$[F = F + l 
CB 74ft GOSUB 150:£O5UB 146:GOTO 350 

ur ?s« rem inarms 

00 76ft POSITION 2,71:? £*$:CH=INTCPND£»J* 
93+1:OH CH GOTO 776,780,790,800,010,82 
6j830,040,050 

CO 776 POSITION 2,71:? t GOTO 85 

0 

DU 780 POSITION 2,211 ? 1 ^ M^rMlM fTrNTi*CiITHI 
■" ; GOT Cl 860 

AO 790 POSITION 2,21:? = GOT 

0 860 

YO 080 POSITION 2,21;? *' ■ >>im'IilTg^illU 
rZlKB' 1 :GQTO 86 B 

EN Blft POSITION 2,21;? " Pf.llil — tt !GQTO 


HG *20 POSITION 2,21 I? : tO 1 a B 

66 

KF *30 POSITION 2,211? 1 *: GOTO 

86ft 

HR *46 POSITION 2,21:7 ' , »~ WTTTfi'lAHUft4JPJ 
HB—■ " ; enro bbb 

EG *50 POSITION 2,21:? "ElMlil'lM" 

VB B60 FOR 1=250 TO ft STEP -lft!SOUND *,1, 
14,15:HFHT I;SOUND 0,0,ft.6:GOSUB ISO 
KP 87* IF PL THEM 89ft 
NO 880 GOSUB 70:GOTH 900 
WK 89ft GOSUB 0* 

CC 960 GOSUB 13ft:GOSUB 140:GOTO 1B0 
IB 91ft REM —FiTTF— rrJTYfftl 
NC 920 IF PL THEN W=22!SC=SC2;GOTO 940 
WR 93ft K=3:SC=SC1 

US 940 SC=9C*NB!POSITION W,*:? SC;" ";GDS 

UB 16e continued n 
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GUESS and COUNT 


HU# 950 If 40 77 THEN QS=SC-77 S SC=77- 0S- 10 
i POSITION 2 ■ 

GUSLlD OBlGOSUB 140 : GOT 0 970 
5M 96# GOTO 9flft 

FU 97ft GOSUB 1S0:GOSU6 130:POSITION K, 8 i? 
5C;-« MGDSUB IfcOiGaSUB 140 : HB-fti GOTO 
990 

HE 9B0 IF SC = 77 THEN POP :GOt0 1030 
HJ 990 IF PL THEN 1010 
PQ 1000 SC1=5G:RETURN 
ED 1010 5C2=St:RETUfiN 
OG 1020 BFH 

PE 1630 IF PL THEN G0SU6 00 :H =22 :GOT0 105 


0 

UV 1Q40 6OSU0 70 111=3 

Hu 1OS0 Lio sub 130 : gqsub 140 s pl£=strS iPL*l 
3 ! PL$=CHRS(ASC tPLSl + 12B3 
PH 1060 FOB 1=1 TO 5 ;POSITION K,0;? "ffl": 
FOS Z = J to 0 ! SOUND 0,1 56 , 4-4, IS : NEHT Zl 
soyHO fl ( 0 ,U,O:fOR 2=1 TO 0iNEHT 2 
16 107ft POSITION H j B s ? "77 M :F0ft 2=1 TO 0J 
SOUND O,190,14,15:NEHT 2 :SOUND 0,0j9,O 
j FOB Z = 1 TO flfNEHT ZSNEHT I 
FK ±00* POSITION 2,16 i ? "R£KU£9 h ' ; PL S i tJ l 

GOSUB 150 

LR 1090 FOR 1=1 TO 4USOUHD I - 1 i I**5ft, 10,15 

;for Z-l TO 95:NEKT £;NEHT I:FDR 7=1 ^ 

Q ±20!KENT 2 

YH 1100 FOR I = B TO 3 :SDtJNP 1,9 , 0,0 ' NEK T I 
02 1116 GQSU 6 140 : POSITION 2,20:? "PLAY A 
GRIN . , C Y/N> " 1 POKE ?04,255:OPEN Hi , 4 

, 0 , >'K ; "■: GET ttl , K 

ZK 1126 IF K = B9 THEN GoSUB 90:GOSUB 14ft:C 
0SUB ISO 1 CLOSE HIiSC1=0:SC2=05 POSITION 
3,0:7 SCI;" ■' ; GUSUB 16OSG0TO 1140 
PZ 113B CLOSE HI!POKE 02 , 2 rCLR eGHAPHIGS 
0 : END 

IH 1140 GOSUS 140 1 POSITION 22,6;^ 4C2J" " 

: gosuh iS 0 :coto 35* 

HI 115B BEH iui^tf!l']:n 

QB 1166 IF COUNT = i THEN POKE 709,12:POKE 
710,*lPQKE 712,200 

KZ ±178 IF C0UNT=11 THEN P 0 KE 709,2 : POKE 
716,12:POKE 712,4 

10 1100 IF COUNT-21 THEN POKE 719,96 1 POKE 
712.74 SPOKE 709,202 
HH 1196 IF COUNT = II THEN COUNT=0 
FT 1200 COUNT=COUNT+! 

OB 1X1* IF 1ENCU0RP$)=5 THEN A*=H0RD£:WOR 
D$=»"'rroR i=i 10 LER<aS 3t o* i>= chpS t 
use(0$(I,13 i +55tHEMT 1;RETURN 
GM 1220 IF WtJRD$ = "" THEN WORDS= U$ 1 F=485 
HA 1236 H-INTfRNDtflJ*F> 

UP 124ft RC = H*+5 + I 

K 2 1250 A$=HORD$(PC,PC+43;FUR 1=1 TO LEH( 
a£) l A$ CI,T3=CHRSCASCfA$CI,III+53 SNEHT 
I 

SS 1266 IF PC=1 THEN WORDS=WOftfi%(PC + 5,LEN 
(WD«t£3> rF = F-l r RETURN 
RC 1270 IF W=F-1 THEN HQRP9-WORDS(I,PC-11 

t F=F” 1 i return 

□ 2 1266 TMP$=W0RD5£PC + 5,LEN(WORDS! 1 
RZ 12 96 HOB OS CHORDS (1, PC "13 
F K 1300 NOftPS II.EN (WORDS!+13 = TUPS 
DE 1316 F=F-1rRETURH 
CS 1320 RE« mjnsmwm 

YZ 1339 GRAPHICS 6 :POK E 16,b4lP0KE 63774, 
64LG0SUB 10iPOKE ? 10 , 0 SPtlKE 71Z,200JPO 


KE 769,12 

RH 1340 POSITION 1,14 r 7 "V 

_ ^_- LI=M - , it 


YF 

1350 

FOR 1=1S 

to 

—-1 " 

Z 1 ;POSITION 1,1:? "1" 


IMEHI 

I:FOR 1= 

15 

TD DISPOSITION 36,1:? 


"||‘+!NFHT 1 



DO 

13 60 

POSITION 

l , 

18 : ? " K---- 
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UG 

1370 

POSITION 

1 , 

22 :? " l ----- 

M J 

1360 

POSITION 

1 , 

is? "i----- 

HI 

1398 

POSITION 

1 . 



_ ■ 


_ -- 

—-J":FOR t J z TO 12S 


POSITION 1*15? "|"tNEHT I 
FN 1406 FOR 1=2 TO 12:P0SITI0N 26,1:? *' 1" 
!NEHT liFOft 1=2 TO !2iP0SlTI0N 30,1:? 

"I"t HEN T I 

HR 1418 POSITION 2,3:? 11 ‘[3105(33" f POSITION 




21, 3 5 ? “ (aTyn:) 11 ; POSIT ION 4,S:? '"D"‘! POS 
ITION 23,5;? '&* 

uw 14?n x =2 

NU 1430 POSITION 1,7 1? *■( ,*FtPOSITION I 
m | I": POSITION I, Dr? — J " ! IF 

1=21 THEN 1=6;GOTO 14S0 
RK 1440 I=21:G0TQ 1430 

FA 1456 POSITION 1,25^ —*—i—T—i”SPDSI 

TION 1,3:? "| I I I ( |":POSITION 1,4: 

? "I I I I I *+» 

HH 1460 POSITION I,5I T "I I I I I | ■■ j POSI 
TION 1,6 i ? " \ —I— M * i":PQSlTIOW I,7l 

? «l | [ t I I” 

FD 1470 POSITION 1,8 i? "I — *— H— * — ( » s POSI 
TION I,91? "I S I i \ IMPOSITION 1,10 

1 ? "I I i I I I" 

SS 1480 POSITION I, 111? I I I I I": POS 

IT J ON 1,12 1? "k—J—*—I I ■ ! IF 1 = 27 THE 
N 1500 

FL 1490 I = ?7:GOTO L4S6 

PY 1500 POSITION 3,01? SCI 1 POSITION ?2,ftt 
? 5C2:GOTO ISO 


TTTF 


00 1526 DIM GS$ (41 , CTS (5* :GSS = ' , II±13' < : Cl $- 
■ ■f JBTTTiT ** : GRAPHICS 2tG0SUB IftlPOSITION 3 
jj? n6f"???17?????^ M <PU^*TI0H 3,2 
FA 1S30 ? B 6 ;"? - - ^ - ?** 5 POSIT I OR 3,3l? 
It 6 i"???????????"1 POSITION J,5l? B 6 ;" + 

4 + 4 + + + + + ++ "1 POSITION 3,6 
DO 1S40 T St 6 ; fc|l + - - - - +"- POSITION 3,7:? 

. M + t+++4 + tt+t ' 1 : GOSIIB 15ft;POSITI0N 4 
, 2 1 ? : GQSUB 150 

St 1550 H=1 jF0R 1=6 TO 1± STEP 2 :POSITION 
1.2 

KM 156(1 ? BO; GSS (M , M3 1 1 60SUB i 6 B 6 :K = K+l:N 

EKT I:GOSUB 140 : PoS ITION 14,41? I16;”afi 
di"! GOSIIB 14ft 

MR 1570 GOSUB 1 SBiK =1 1 FOR 1 = 4 TO 12 STEP 
2 

DR ±586 POSITION 1,6:7 Kfl;CTttHjH3j 1 GOSUB 
160B:H=W+i1NEHT IlGOSUB 150 
KK 1S96 7 i ? "by ROBERT P C LETT ER"!? 1 ? +H 

-J ; goto ifi 

28 _ 
00 1606 SOUND 6,IBS,18,15 IPOB Z = 1 TO 91NE 
MT £ 1 SOUND 0,ft,0,01 FOR 1=1 TO 6 :NEHT Z 
;RETURN 

FI 1016 REM Ul 

CB 1620 tIH WORDS(26251,HS 120253 *T«PS£202 
53,EP$E353,flS(5>,65(73,CS(51,DSt«,PLS 
£13 , TR4 ( 13 

SI 1636 CBStl)=“ ":ERS<333=" " 1 ERSC 2 >=ERf 
;PL = 0 lF = 465iSCl=«sSC2=:e; COUNT -6 
Zb 1640 FOR 1=1 TO 4 fl 5 ;BEftD flS:HOHOS(LENt 
WORDSl+11=A$ t NEHT I;H$ = HORD* 

DM 1656 GOTO 1X18 

IC 1660 DATA =<ND>,UNDID,NJPI?,>JC1M,>GJN 
«, 8 MJPK,RCtOD,JM?CM,GJ> <G,RMD06,0JID> , 

dcjno,<gji*,=jip".*np>o 

10 1670 DATA iPDG?,HJIOC,PNP<G,DIKPO,BMee 

I 1 GO&HT J KCJie,RGDGG,HCD>C,NJHMT,NO < MO, 
«tMNO,NK<>P,RJMG?,<C*aG 
TE 1660 DAT A NOI>B,NODGG, JOCOM, RODtt? ,-M<1 
•* t (AD0K, > CDKH , 0O6CO, K<?M0 , =GOF , NKCO?, 
RJM?N,KhOHM,KJDIO,G<=eG 
ER 1690 DATA =J<M?,<MMJft,GCMBO,tH£B0,OIO0 
M.H<EJM,< 0 <DI.CJPN0,=OGJR,MO<?T,(CO<7, 
MtBCO,C0<MO,KGOft,HFDGG 
DP 1700 DATA <K<M0,0<H0N,DCJNO,=MB<F,KMJP 
( <-JPO , R JMOC , H JI 0 T , NO JMO , 0 <GPP , NCOOI , 
PI?pM,(ICetM,RIEJT, HMJIB 
IZ 1710 DATA *JP 0 C, UMOC, K JRDK, K <K0M,3C £t 

I, 0SOMC *=GJ>F,HJPNO, 6 P<M?, >MtH 6 , (KKGP, 
QJD> 0,RIODG, 0 IOMT,NPKOM 

JO 1720 DATA IKHOC,<GCMO,NKGGG,NJGt?,BRO 7 
0,NCJM0,DNHPe,OCMO0,Ge<NO,G«B<G,O<G07. 
N>JMC,MJMMT,AMJ10,0CD1B 
IP 1730 RATA IPOOR, G50PC, H(I>C , Mli(M 

K,QM <DI,AJM>0.KtO>O*0HKOT,<GGJR,CPH<1, 
—060I P 1<PNB,QCtM?,H0CHN 
ZV 1740 DAT A <HM<T, >JPIO f RM0<O,03?0S,HJR* 
M,DOOMN,HJOte,OCDTF,LPGNP,NCJ>F,10RGT, 
(MHO?,NCJJO,>C<N0,C4PMN 
£Y 1750 DATA MeACM,><=G0,BPONN,EP?»e,EPH= 

J, FDOaT,FIJ>F,OMD<G, <G=PH, <GD<N, 

<GGB T , <HDOT , (H0I7 , CfiJlB 

OU 1760 DATA <IBMT,<00D>,<0JD+,=<>JI,=<1E 

j,-< hji,= e<M?,=e<NQ f =tMoc,=&=ce,=G<wo, 
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DISK BONUS 


A double disk bonus this issue from Dr €♦ J* ChurcherBroum 
- an arcade adventure and an updated version of one of our classic disk bonuses 


DR WHO ADVENTURE 


DR WHO or DR YOU? Who knows who Is who those days 
and after so many regenerations YOU probably are WHO? 
But whoever, whatever and whenever DALEKS always 
mean trouble and that evil Time Lord, THE MASTER is 
most definitely enemy number one. He has lured you to 
the planet Z0G and has been lying in wait. Within seconds 
of your coming to this doomed planet, the Master has 
stolen your Time Drive Unit and immobilised your Tardis, 
You must now find It and get hack. 

Simple ... or it would be were the Daleks, Spooks and the 
High Priest of Zog not also out to get you ... and If the 
planet were not about to self destruct in one hour (local 
time). Luckily you always carry a few tools and a number 
of other articles arc hidden about the place ... if only you 
can work out how they work and what they do. 

Can you get your Tardis repaired in time and escape the 
planet ... or will the Master or the Daleks become the 
unopposed rulers of the universe? 

DR WHO ADVENTURE comes on the Issue 44 disk com¬ 
plete with scenario and a solution for those who really arc 
stuck. 


GUESS and COUNT 


= GDI?,KeMOIi,=GJJ7,=5PNC 
LO 1770 OAT ft = J5PM, -M<FP* I=H< NB , =M<? 

0 , rMDPfl , TMDBF , TMPNC , "HJR T , -P8BT H -PI>C , 

fl{r>r H a<cK(i. oei>e» aopg? 

RS 1760 HTA ADBCO , ADflOT , ADI <G , AG<FG , AG<W 
C , AGMO, AG J J ?, AGJJH, AJHOT, AH (HG , flH£! <F , 
AM0tiC j -AMD f IKj ?MDIF , ftM.JHG 
Vk 1736 DATA BfiJMT , BH.IOfl , BT JHp , BMOP, ftJNH 
0 , B J JM P , FM<MM t DT , BHD G G r BM.IilP , H<BD> , 

M<DTT , H<fi>C . , H(?M> T 

Sft 1SQO DATA HDTJH, HJJNG, KJPOC . BTMPK . NRSt* 
0 J NR0(o,a( = GG,HttCqG,QCPH=,IIJ(N0,DfiUGe., 
OJJOC,0MPIF,OOMPH,ft(0> C 
MV 1610 0ATA ft(HOQ,RGGOG,ftD?JR,RJHHfl,NC<tt 
F , K JR>C, NHDG0 , NKD> T , ^ JUG I , ? Htl (N , MJBPP , 
MCTHO h . KMD JM 

CO 1620 DATA KMDUG , KHJKN. KMJRG,KMJ5T>KPAA 
TjKPMflP,KPMNP, KT8HT,T JPTB,T0PG7,T JPMN t 
TJPOC, TG (MI, T OCfl , ft MO NO 
>H 1630 DATA 7PH0T.>JOffM,KG<00,HKJJG,GIOH 
T,)G0(K, H<KO 7 , G < K N 0 , L < NW J, G < 5 , G 0 <MI , 

gg<nl*, go < 00 , ueu>c , cum ji 

GJ 1B4U DATA MttPM, CO = PG , tiDBCQ j GDHOO, UOIO 
H r GO I B J, GDCtOM, L. J <H T , CJ JNG , CJRGH, GJT <G . 
GJPNG,GJPNT,GJHUH,tJMH1 
HI 1859 DAI A GPHKT , GP1 (H, GTHfr) > > <~ = T, 

T.MfiGO , > <?0O, > <1 <G> HI?T, Ml JO, > <HJG, 
> (MB J , MHdl* , > <0>C, it'MM 

cs 1660 oat a >e Cjh, >ce (k , >ctOA. >ce»ii F >G(?e 

F,>CDGG,> COHO, >CO1<,>CJOW,>CPO0,>OB<M, 
>DQDG,>e<OH,>G<KN,>G<»£l 
57 1670 DAT A >GO>F .>GJ(F ,>GJ>F, > GJ0C,>GJP 
? , >GJftl j > JOC , > J<NO, > JH0O , > .IPHO , SHOL 
>M(Ut > >MG(H . > M.J .IF f >HJNN 
LV 1080 DATA >MJR?*>MJRI f >MTKOh>F = 0>*>PMH 
T , P(iOM( , PlflP^jPTDAT .PHVRC , C<-pe , c<||ffG H 
C9<QT,CJHNP , CJOeqjCPHB? 


MATCHPLAY GOLF 


Also on this Issue's disk is an update to Professional Golf 
(bonus on Issue Disk 39) to allow match play plus THREE 
NEW COURSES. 

On the original game you had to wait for all the other 
players in the tournament to complete their rounds before 
you could play your next round but now there is a Match- 
play option which can be played over 1 or more rounds. 
This means that a result can be achieved before darkness 
descends! 

There is also an amendment to add a variable but predict¬ 
able wind effect and some courses have been amended to 
include water hazards. There is also now no need for 
keyboard input, just press the joystick trigger whenever 
you need to progress through the game. 

The NEW ATARI 17SER Issue Disk 44 unli be sent 
au tomtit icti I fy to our disk subscribers but ecm be 
purchased separately far just £2.95. To obtain 
your copy just drop a line to PAGE 6, P.O, BOX 54* 
STAFFORD* STI6 I DR or telephone credit card 
orders to 0785 2 S 3928 


ml is?u oata ct?m<, cpmmt h r<Nor, i®hoi>, ioo> 
0 , I J-GO , IJDHD, IJCIGG j J <FBI P j>> AM, J?JPM^ 
JA0OI, JK9M(,JK0D>* JHB <T 
|>H 1.900 OATA H8HP M , 0 JOOhT „ GHD>F , ^MDQG „ KG < M 
G, KOI IT , KOG JO .(CDO>C,KG<D*,Kt<Ifl , KGPH-, 
KJPI7,H<OHG,KMO’P,M> <GO 
HF JL^IO DATA K JF (*M, K < I L*t. it <10^ , H <H0 T , K < 0> 
C , KG <>G* K <T0B # KUOC, If M.J J ft, LP (ftG, Lf* <FG , 
lp (mo*lpppt/ 1 petiT, M<>e*i 

HO 1920 OATA H<?<M,M<?DJ,H<GGT t K<MO0 , M<UJ 
M,MDB(L,MUGC1 , H0IPR,Mp HPO,MJfHU,HJ-JO, 
MJA 8 C , MJO JM, MJPI? , H(P>(? 


HH 10000 CLft :7 CHftS£125) 1 POKE 752,1:7 t ? 
e ? "Print to SCREEN jnd PftlHTEft ■>'«"» 

■■ : POKE 7f>4,255 

UA 1000 7 CLD5F HI : OPEN ttl ,4,0, M *f i HH 2 GET Hi 
, K : IF Mbs? THEN lUBOli 
HO 10003 ? 1 ? i? "5CT PRINTER OH LINE ... 

Press a . **: poke 764 * 255 ; trap leaea 

:GET fl!,K 

TJ 10004 CLOSE S2 : OPEN «2,8, O, **P 3 " i PH^l 
KM 10005 CLOSE ttlfOIM A$ £51 f RESTUIlE : 7 CH 
ftS £1251 

OH 10006 FOR Arl TO 405:REAO AS:FU« B-l T 
O SiAS £B,6)-CHftS(ASC <A$ tP.BJ1+5? :NFX1 
fl:? AS 

PI 10087 IF PH THEN 7 a2iA5;"""; 

OF 10008 NEttT A 

V N IO 00 9 Cl 05F «2:TRAP 40000JPOKE 752,flJC 

:E4 "> Listing 2 
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Can your XL/XE possibly 
look like an ST? Diamond 
GOS seems to have all it 
takes to make it so 


H ave you ever wished your Atari 8-bil machine could 

have an easy to use graphical front end to ils operating 
system like GEM on the ST? If so, your wish lias been 
granted by Reeve Software, who have come up willi a complete 
H bit WtMP system called the Diamond Graphical Operating 
System, now sold in the UK by Frontier Software- 
For the uninitiated. WIMP stands for "Windows, Icons, Menus, 
and Pointer'. four essential ingredients ill today's user friendly 
operating environments, hs purpose is to simplify the opera¬ 
tion of the computer by providing an easy-to-use. Intuitive way 
lor the user in interact with it. 

In a good WIMP system there's little nr no need to touch the 
keyboard for Controlling the computer, as everything can l>e 
handled via selections using Hie Pointer, which Ls really jusi a 
mouse operated cursor. There's no need to remember Opera! - 
ing System commands, which makes the computer easier and 
quicker to use. 

This concept can be extended to programs written to run 
under the WIMP system ton, as there arc usually programming 
interfaces provided to allow the programmer lo use the WIMP 
facilities lor controlling his own programs. The keyboard may 
then be reserved just for real application work, such as keying 
text into a word processor or data into a dal abase. 


After bootup you're presented wiih Diamond's DeskTop, which 
looks remarkably like the STsE h has a menu bat across the 
lop, disk drive icons on the left, and a ‘trash can’ icon ai the 
bottom ot the screen. These can be repositioned where you like 
by dragging them wiih the Pointer, and your customised De 
skTop can be saved to your startup disk so it always boots up 
that way. 

There's a pointer on the screen, hut how do you move it 
without a mouse? Well, you can configure the system to use 
the cursor keys on the keyboard [but no dragging allowed wiih 
these), a joystick, an Atari Touch Tablet, a Koala Pad, or best 
of all an ST mouse plugged into a joystick port! Slrangely, ihe 
touch tablet seemed to work upside down, but it was no 
problem lo jusi turn it over lo use. 


16 MEGABYTE MEMORY! 


The other configurable item is the memory support. This is 
one of the most powerful aspects of Diamond, as it’s been 
designed to handle' up n> 16 megabytes of memory via a set of 
memory drivers! Even so, it will still run on a 48K machine if 
required. There’s flexibility for youl 

One of Ihe uses of that enormous memory Is for desk acces¬ 
sories, For the uninitiated, a desk accessory is a program 
which loads into memory at bootup and remains there, even 
when you're running other programs. You can use It at any 
time, even while another program is loaded providing that 
program was written to Diamond standards, ot course. Desk 
accessories tend to lie useful little utilities such as calculators, 
clocks, calendars, notepads, and such like. Diamond allows up 
lo six desk accessories to he loaded at once, although ft 
obviously depends on how much memory your machine's got 
as to how many will actually fit, ft's rather tight on a 48ft 
machine, as there's just IK available for such programs! To 
prove tt works there's a sample accessory provided this 
allows you to reboot the whole machine from ibe DeskTop 
without turning the power off and on. 


The package contains a honk switched 'supercartridge’, a disk 
of utility programs, a user’s manual, and a programmer's 
manual. The cartridge is of the 'piggy-hack' type, i.e, it dupli 
cates the computer's cartridge port connections, so when it’s 
plugged in a second cartridge may be plugged in behind it - 
Atari Writer for instance. 

The disk contains Atari DOS 2-0 plus a host of assorted 
drivers, sample programs, programming utilities, and other 
bits and pieces needed to install Lhc system, The tw r o manuals 
are rather slim and have no contents page, Index, or even page 
numbers! However, Diamond is largely Intuitive in use [that's 
the whole idea behind it, after all) so you don't need much in 
the way of instructions once it's up and running. 

The Installation process is needed as Diamond is designed lo 
operate with several different operating systems, memory con¬ 
figurations, and pointing devices. You can use any flavour of 
Atari DOS 2. or DOS XE, or SpartaDOS, and your first Job is to 
build a start-up disk in the appropriate format containing your 
chosen operating system, configuration del ails, and the Di¬ 
amond utilities. 











These wonderful features are all vc^ry well, bul where’s the 
software to use them? That. unfortunately, is the main stumb 
ling block of nil: systems such as this., If Diamond had been 
available early In the life of the 8-bit machine I'm sure lots of 
companies would have wrsLLen software specially for It, Reeve 
themselves are planning a series of products. the first of which 
(Diamond Paint) should be available by the time you read this. 
Reeve are also hoping that other software developers will pick 
up the challenge and write applications using Diamond, To 
assisi wilh this they've included a’programmers toolkit 1 in the 
package. This Includes the programmer’s manual mentioned 
earlier, plus a collection of MAC/65 Assembler macros and 
other assorted source code to help the programmer get started. 
There's also a utility for adding a run address to an executable 
file so it can be run directly from ihe DeskTop. There’s help in 
producing desk accessory programs too. In the form of a utility 
which turns MAC/65 object code Into a desk accessory. 

It's not strictly necessary to write Diamond applications using 
an Assembler such as MAC/65. You can use any language 
with the ability to store numbers into specific memory loca¬ 
tions ■ and [hat apparently even Includes Atari BASIC with its 
POKE command. The disk contains an example of BASIC code 
which uses the Diamond facilities. 


DIAMOND IN USE 


Diamond seemed pleasant and reliable enough in use. and 1 
was amazed to find that most of GEM's desk lop Functions arc 
there. You can click, double click, anti drag things with the 
mouse, allowing you to list disk directories; copy, rename, 
lock, unlock, or delete files; copy or format disks: and load 
binary programs. Kile folders [subdirectories! may also be used 
If the operating system used also supports them (e.g. Sparta- 
DOSJ. Up to two windows can be opened, resized, fully expan 
ded, repositioned: window contents can be displayed as icons 
or text, and sorted by name, extender, or size, Dialogue boxes 
and buttons are also supported. 

It isn't an exact clone of GEM though, us many of GEM's 
flashier features ore missing. For instance, I he windows don’t 
‘explode’ or 'implode' from/to the disk icons: there are no 
thermometer style' progress indicators when copying or for¬ 
mat ling disks: and the scroll I sirs in the windows don't Indi¬ 
cate (by their size) how much of the window contents you’re 
actually viewing. 

SOFTWARE COMPATIBILITY 

Reeve have Hied to make Diamond as compatible a* possible 
with existing software, so it ran be run from the DeskTop, To 
check this out I briefly tested a few of my 8-bit programs on it, 
with very mixed results. 

My Atari Writer cartridge ran fine plugged into the buck of the 
Diamond cartridge, bul AtariWiitcr Plus just locked up and 
wouldn't him. ANTIC'S Creative Process kept saying "remove 
cartridge ' and wouldn't run. but their Word Magic word pro 
ces&or seemed OK. MINI Office 13 seemed OK. but the XLent 
Word Processor produced a garbage display anti locked up. 
Music Construction Set ran. but ihe music didn’t play smooth¬ 
ly and the scrolling graphics display was corrupted. Advanced 
Music System II played OK, but its animated piano keyboard 
graphics were completely messed up. The Page 1 6 PD ami Issue 1 
Disks lor some reason upset the DeskTop graphics when 
opened, and some programs would run while others wouldn't. 
The PD program Composer s Jukebox worked fine - even its 
animated display, which is identical lo that in Advanced Music 
System! (The problem eolth the Page fj disk is rftmos? ccruveh) 


that they use tttegat' characters in the directory. Ed,} 

Obviously, l( depends very much on how the programs were 
coded. Problems can be caused by programs loading their own 
code over memory used by Diamond: by assuming ihe screen 
Is m Graphics Mode 0 by default [which it Isn't any more!); or 
by assuming certain areas of memory always contain binary 
zeros [which may not i>e true any more either!). Reeve intend lo 
make 'fixes' available for problems with popular software once 
they've been ldentifltrd, and hopefully these will be: available via 
Frnniier in the UK, 


MINOR MIRACLE 


Reeve have pulled oif a minor miracle in implementing such a 
system in a usable 1 form on the 8-bit machine 1 . Unfortunately 
i!s full benefits can't bc L realised until 1 trove or others start 
producing proper WIMP based applications. In Its present state 
it jus I makes [305 easier to use, as those programs that will 
run can't themselves make use nf iis WIMP facilities - they Just 
run as they would normally. 

Committed 8-bil users, particularly ihe programmers amongst 
us, wft| love it though, and will have a whale ol a time writing 
their own WIMP based applications and desk accessories. 
They’ll probably want to use it with a different operating 
system too. and an Atari H bit running Diamond with lCD’s 
superb SpartaDQS X {also available from Frontier) is now 
surely the mnsi potent H bit home computer system on this 
planet. Every 6-bit fanatic will probably want this product, as 
like me (warning - terrible pun approaching), they'll think 
Diamond Is a little gem! 



Review by 
John S Davison 


Product: 

DIAMOND GOS 

Publisher: 

Reeve Software 

UK Distributer: 

Frontier Software 

Price: 

£49.99 

Frontier Soft uxire mn he contacted ai P.O. Box 1 13. Harmcpite, B 
North Yorkshire. HG2 0BE , Tck'pltorif 0123 567140 
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XL/XE TYPE-IN 


SOLITAIRE 


S oiltalre is one of those very simple yd extreme I y 
challenging games that keep you going for hours 
trying to solve. Although basically a board game it 
Is an ideal game to play on the computer and this 
version by Matthew green will keep you amused. 

The board game is played on a board with holes 
and pegs and every hole on the board, with ex¬ 
ception of the centre hole. Is filled. The object is 
simply to remove all of the pegs, leaving just one 
in the previously empty centre hole. Pegs are 
removed by being jumped over by another peg 
which can be done in any direction provided there 
is an empty space beyond. In this version you use 
a joystick to Indicate which peg you wish to move 
and the direction lo move it. To select you peg, 
move the cursor to the desired location and press 
the fire button. Next move the joystick in the 
direction you wish to move the peg whilst »i the 
same time pressing the Eire button again the peg 
you have jumped will automatically be removed. 
The game ends when you have only one peg lelt 
or you can no longer make a valid move. IE you 
find that there are no valid moves left, the OP¬ 
TION key will abort die current game and I he 
START key will begin a new game. 


Mai fhem Green is 1 l years aid and has had his 
Atari and 1050 disk driOi\for about 5 years. 


no 

ED 

RT 

EH 

SR 

GO 

HU 


REM KMM HHHI 


I KM K M H M M I 


I K M KM MmM K MK 


fl EH * SOLITAIRE * 

REM * bv * 

REM * Matthew Gr#en * 

REM * ——-—------ * 

BEK * NEW ATARI USER - June 1938 * 
REM mmmmmmk m mm m mm w mk M mmmmm h m hm mmk m 


NH a BEH _____ __ 

K G 90 GRAPHICS 2;? H 6 : " > m jif C3— ' 

? as i ,J ! T1 1 

LH IBB REM | f I I 111 I ■ I T I ill ■ I U I H 

DU 110 FOR 1=0 TO 1923 ! J = PEEK 157344 + U 

ZM 120 POKE 16304+1, J :MEMT I _ 

BG 130 REM —.I I I ■ I I I 

QJ 140 FOR N=0 TO 7 

Tt ISO READ A;POKE 16384+N+264,ArNEXT N 
HD 160 DATA 0,00,126,126,126,126,*0 t 0 
Qp 17® FOR N = ® TO 7 

SV 17i READ AiFQKE 16304 + N + 272 * AjNEXT H 
FB 172 DATA #,8,0,0,0 ( 0,0 r B 
OV 173 FOR TO 7 

PI 174 READ A l POKE 163B4*N+304,A!NEXT N 
BI 175 DATA 255,255,0,0*0,0,0,0 
HH 176 FOR N = ® TO 7 

OP 177 READ A 1 POKE 16384+N+312,A;NEXT H 
GJL 176 DATA #,#, 0 , 0 ,fl, 8,255,255 
R Cl ±79 FOR H = 0 TO 7 

MU 180 READ A 5 POKE 163fl4 + N +320,AtHEXT H 
JA 181 DATA 192,192,192.192,192,192,192, 
92 

OX 162 FOR K=© TO 7 

UL ±63 READ A:POKE 1 6 304 *H+320,A:NEWt H 
Of) 184 DATA 3,3,3,3,3,3,3,3 


TO 7JREAD A X POKE 16IB4+ 352 

DATA 3,3,3,3,3,3,255,255 

flF AD AlPPKE 16304 + 360 
DATA 192,192,192 r *-92,192,1 


OH IBS FOR K=0 
t H ,A:N EXT H 
ZV 186 FOR N=0 TO 7 
+W,a:mekt H 

9 2 , 255,2 55 

HS 187 FOR N-0 TO 7;READ A:POKE 163*4+366 
I R , A :HEX T K:DA T A 255,2 55 , 3 , 3,3,3,3,3 
KG 186 FOR N=0 TO 7 ^ RE AD AsPOKE 163B4+376 
+ H,A 5 NEXT HI DATA 255, 255,192,192,192,1 
92,192,192 
HH 199 GOTO SOD0 

BB 201 GRAPHICS lOlSETCOLOR 0,13,10:SETCO 
LOR 3,5,4 

SJ 205 POKE 756,64 
00 210 POSITION 0,1 


FI 215 7 UG; H 

GT 220 7 ao;“ 

KB 230 ? n&;" 

EJ 240 ? a&;*' 

FF 250 7 afti" 

EH 2 50 9 136;“ 

LX 270 ? at;“ 

hf 2*0 ? ae;'* 

DB 290 7 tt6;“ 

KB 3 0O K" 113 i Y- 5 


OtrfH 
li ft A A H 
giAA Afll^l 
tJAAA AA A Ajj; 
OA AABA AA[H 
|i A A A A A A A jJ 
jCj A A At*U 
0A A AtU 
U d J 


continued 


by Matthew Green 
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HT 

310 

S=STICK TOJ 


YP 

320 

IF S = ±l THEN H=H-1 


DH 

330 

IF 5=7 THEN K = K + 1 


JT 

335 

IF PEEKC532791=3 THEN GOTO 5000 

8 M 

34 0 

IF S = I4 THEN Y=Y—1 


EM 

350 

IF 9=13 THEN ¥=Y+1 


LK 

16 0 

IF M<6 THEN H=6 


NC 

3 70 

IF X>13 THEN X = i3 


18 

380 

IF V<2 THEN Y = 2 


OH 

389 

IF V> 6 THEN Y = S 


PN 

390 

IF Y>8 THEN Y = 8 


12 

400 

IF PEEK 1532791=3 THEN GOTO 5000 

VG 

495 

LOCATE X * ¥ * SD 


AI 

410 

POSITION X* Y: ? 


FF 

428 

FOB T=1 TO 502MEHT T 


5Z 

430 

POSITION K*YJ? t*6;CH0£E5O) 


JLf 

435 

IF PEEK £532791=3 THEM GOTO 5O0O 

CF 

44« 

IF STRlG C03 =0 THEM GOTO 540 


MY 

450 

GOTO 318 


XS 

5O0 

LOCATE H*Y*SD 


HZ 

510 

IF 50 0 65 THEN GOTO 1089 


FT 

sis 

FOB T=1 TO 50 * NEXT T 


KO 

520 

IF STRlGf09=0 AND STICK COl=7 

THEN 


GOTO 600 


HI 

530 

IF 5TRIG{Q3=0 AND 5TICKC4>=11 

THEN 


GOTO 700 


BY 

540 

IF STRIG(91=8 AND STICK E03 = 14 

THEN 


GOTO 800 


CH 

550 

IF STRIG C0> =8 AND 5TICKC0)=13 

THEM 


GOTO 90S 


DM 

560 

IF S TRIG CO 3 =8 AND STICK£03=15 

THEN 


GOTO 1OO0 


KI 

570 

S=STICK£051 IF STRIG £05=0 AMD 

5 015 


AND 

S<>7 AND SOll AND S O 14 AND 

S<>1 


3 THEN GOTO 1000 


OK 

5 BO 

GOTO 520 


ND 

600 

LOCATE H+l,Y,SOI I LOCATE K + Z,Y 

, SDZ 

7 Y 

610 

IF SD1O65 OR SD2(>66 THEN GOTO 18 1 


00 



GH 

620 

POSITION K + 2 * Y : ? B6* U A - * 


GT 

630 

POSITION X +1,Y S 7 UfijoB" 


ME 

640 

POSITION K* V : ? 


R D 

641 

LOCATE 10,5,D 


FH 

642 

0 = 6 


SP 

643 

A = A+1:IF A =1 4 THEN GOTO 65B 


Nf 

644 

IF 0=10 THEN 0=11 


PO 

645 

FOR f = 2 to 8 


BP 

646 

LOCOTE A * F * C 


OG 

647 

IF C = 65 THEN GOTO 316 


FY 

648 

NEKT F 


RU 

649 

GOTO 643 


EK 

650 

A = 1 


JD 

651 

0=0+1:IF 0=9 THEN GOTO 660 


PH 

652 

IF A=5 THEN A=6 


MS 

65S 

LOCOTE 10,0,C 


PZ 

654 

IF C =6 5 THEN GOTO 310 

- 

OH 

655 

GOTO 651 


KC 

660 

IF 0=65 THEN GOTO 2000 


OH 

70O 

LOCOTE X-l*Y,SOIILOCATE K-2,Y 

, SD2 

ZZ 

710 

IF SDIOOS OR SO 2 <> 6b THEN GOTO 10 1 


00 



HM 

720 

POSITION X-2 * Y : ? WO^'A* 1 


HY 

730 

POSITION H-l * V : ? Ii6;"B" 


MF 

740 

POSITION X , ¥ : 7 


«E 

741 

LOCATE 10 , 5 , D 


FY 

742 

0 = 6 


50 

743 

A=A+1;XF 0=14 THEN GOTO 658 


HG 

744 

IF A=18 THEN 0=11 


PH 

745 

FOB F =2 TO fi 


BO 

746 

LOCATE 4*F*C 


OH 

747 

IF C=65 THFN GOTO 310 


; FZ 

748 

NEXT F 


RU 

749 

GOTO 643 


EL 

750 

0 = 1 


J E 

751 

A=0+± : IF A=9 THEN GOTO 608 


PO 

752 

IF 0=5 THEN 0=6 


MT 

753 

LOCOTE 10,0, C 


fid 

754 

IF C - 65 THEN GOTO 310 



0 Y 755 GOTO 651 

HD 760 1F D = 6S THEM GOTO Z080 

KP 000 LOCATE K* Y-l*SD1 1 LOCATE H*Y-2,5D2 

A A 810 If 5DlOt& 00 SD2066 THEM GOTO 10 

eo 

EP 820 position X,Y-2t? U&J'“Q" 

EZ 630 POSITION X*Y-l!7 B6;"B" 

MG 840 POSITION X,V:? 

RF 641 LOCATE I0*5*D 
FZ 842 A = 6 

5ft 643 A=fl+lllF A=A4 THEM GOTO 650 

NH 844 IF A = 10 THEN A = il 

PX 646 FOR F—2 TO 6 

6ft 846 LOCATE A*F,C 

01 647 IF C=65 THEM GOTO 316 

G A 648 M EH T F 

RH 649 GOTO 643 

EM 858 am 

B61 0 = 0 + 1 * IF 0 = 9 THEM GOTO 666 
PP 852 IF 0=5 THEM 0=6 
HU 663 LOCATE 1Q,A,C 
OB 854 IF C-65 THEN GOTO 310 
OZ 655 GOTO 661 
KE 860 If 0=65 THEN GOTO 2000 
HA 900 LOCATE M*V+1* 901fLOGATE K,Y+2,SDZ 
A6 910 IF 501065 OH 602066 THEM GOTO 10 
Bfl 

DI 920 POSITION X, Y + 2i? W6 ; "A" 1 
OS 930 POSITION X*Y+li? Ml* 1 *** 

MH 940 POSITION H*Yi? W6?"0" 

RG 941 LOCATE 10*5*0 
Gd 942 fi=G 

5S 943 0=0+1iIF A =14 THEM GOTO 650 

NX 944 IF A = 10 THEM d=ll 

PY 945 FOR F = 2 TO 8 

6S 946 LOCATE A*F*C 

0J 947 IF C=65 THEN GOTO 316 

GR 948 MEHT F 

RH 949 GOTO 643 

EN 950 0 = 1 

JG 951 ft=a+i:IF A = 9 THEN GOTO 660 

PQ 952 IF A=5 THEN A = 6 

HO 953 LOCATE 10,A.C 

OC 954 IF C = 65 THEN GOTO 310 

RA 955 GOTO 651 

KF 960 IF 0=65 THEN GOTO 2000 
TT 1O00 SOUND 0*0*«*«;SOUND 1*0*0*0 
TH 1010 SOUND 0,0,0,01 SOUND 1*O*O*0 
PO 1020 SOUND 0*450,10,161 SOUND 1*165*10, 
15 

KM 1330 FOR T = 1 TO 100 f NEXT T 
HH 1040 SOUND A* 230*10,15:SOUND 1,245,10, 
15 

OE 1050 FOR T=1 TO 1503 HEX? T 
UL 1060 SOUND 0,0,0* Hi SOUND 1,0,0,0 
OV 1070 GOTO 316 
DZ 2000 A=Z40 
EC 2010 A=240 

LC 2020 A= A-40:IF 0=88 THEN GOTO 5OO0 

MO 2030 FOB B=A TO A-30 STEP -1 

DC 2040 SOUND 0*0*10*15 

CG 2050 NEXT 6 

OS 2000 GOTO 2020 

JI 5000 GRAPHICS 17 

DZ 5010 POKE 750*224 

VT 5820 POSITION 2,2t? nO;"SUPER SOLITAIH 
E" 

EH 5030 POSITION 2,3:? (TO; 1 *’- 


MS 5840 POSITION 2,5:? WO 


PRESS STAB! 


BG 5050 FOR R-0 TO 12 
DU 505S FOR 6=0 TO 14 
DM 5060 5ETC0L0R 0,A,B 

OF 5070 IF PEEK C532791 -6 THEN GOTO 208 
OJ 5075 NEKT fl 
CM 5060 NEKT A 
BY 5098 GOTO 5050 
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L/XE TYPE-IN 




QUESTION DISK MAKER 


W hen Do-mark released their fomput€rised version ol 

the Trivial Pursuit board game about three years ago, 
the game was supplied with a disk containing 3000 
questions the Genus edition. At the time Doniark were said to 
be working on other editions of (her game - Young Player, baby 
Boomer. Genus LI and so on, all of which are available lor the 
original board game. Unfortunately these question disks never 
appeared. Also, due to the complex way the questions are 
stored on disk. It hasn’t been possible to make your ow n 
question disks. Until now, that is. This program allows you to 
make up your own disks with any questions you like. It is now 
possible for someone to undertake the (huge) task ol typing in 
all the questions for the other editions of the game. The only 
drawback of the program Is that music questions and picture 
questions can t be written, hut, of course, the original board 
game doesn’t have them either. 

PREPARING THE QUESTIONS 

The program works by taking a text Hie containing all the 
questions and answers and compiling them Into a hlock of 
data which is then written to the question disk., The text rile 
can be made up using a word processor. The file should have 
the following format: 

TEXT (SOURCE) FILE FORMAT 

Example 


The total number of questions corresponds lo the number of 
questions in each category, so In the example there would be a 
total of 6x3- 18 questions. The program will compile tiles 
with 20 nr more questions per category before running out ol 
memorv. but it Is best to keep the number Lo between 12 and 
15. This keeps each tile at a reasonable size. It should also be 
noticed that each block can have completely different category 
names. This could add another dimension to the game there 
can be many different sets of questions played during one 
game, 

RUNNING THE PROGRAM 

Before running the BASIC' program, you should have a blank, 
formatted disk ready (use option I from DOS 2 menu or option 
P from DOS 2.5 to format a disk). After formatting. RV\ the 
BASIC program, When prompted, type the filename ot the text 
file you have created. The program will compile the questions 
into a more compact form. You will then have lo insert the 
formatted disk onto which the question block will be saved, 
WARNING' Do NOT mix up your disks: if the question block is 
saved onto the wrong disk, that disk will be corrupted. Each 
Lime you compile a text flic, the program will save the compiled 
data at the next available place oil the disk. 

SOME GUIDANCE 


Number of Questions 
Name of Ca tegory' 1 
Question 1 in Category 1 
Answer 

Question 2 in Category i 
Answer 

Question 2 in Category 1 
Answer 

Name of Category 2 
Question 1 in Category 2 
Answer 

etc. 

Question 3 in Category G 
Answer 


3 

Cinema 

Who starred in ,,, etc. [RETURN] 
F. I-Hoggs [RETURN] 

When was ... etc. | RETURN] 

1972 [RETURN] 

Was It ... etc. [RETURN] 

Yes (RETURNl 
Sport 

Who won ... etc. [RET!URN] 

It was ... etc. [RETURN] 

etc, 

Why was rr. etc. [RETURN] 
Because ... etc, [RETURN] 


by Chris Patterson 


You ran only use the following characters tn your ques¬ 
tions/answers: A to Z, a to K. 0 to 9. colon, semi-colon, 
space, comma, quotation marks, apostrophe, percent, dash, 

full-stop. 

Hie program will signal an error if any other characters arc 
used, e g. parenthesis (round brackets). 

Maximum length of category name: 8 characters 
Maximum length oi question or answer: 70 charEieters 

. _IL,c. - i s-l iz- jur-F ii ii I f 


between lines, ______ 

If you are using At ariwrlter plus, save the flic using CN 

S. 

Category 1 Is Brown (All and Literature in GENUS edition), 
2 is Blue (Science). 3 is Orange (Geography), 4 is Green 
(History). 5 is Grey (Sport and Leisurel. 0 is Yellow (Enter 

tainment) 

... Press RETURN at filename entry stage to quit program (or 
press RESET at any time). 

... The program cannot be compiled with the l URBG BAS 
compiler (the USR function is not compatible), although it 
can be run in TURBO BASIC. 


I hope that this program will breathe new life Into your copy of 
Trivial Pursuit, if anyone undertakes the massive task of 
compiling complete new question disks how about sending 
them in to Page 6 sn that they can be distributed to other Atari 
users as public domain'? 
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Cl 1 REN W KHW M H H M HHHH M HH ♦ H-HHHMKHHMK HM W MM 
HH 2 REM * "TRIVIAL PUR1UIT 11 * 

B U 3 REM * QUESTION COMPILER * 

GO 4 REM « by Chris PittfPSOfl * 

EC 3 REM * --- - ——---- * 

HJ 6 REM * NtU ATARI USER - JUNE 15*0 * 

Efl 7 REM MM HM HM HH M MHH Km iHI t H MMMM H H H HMHMH H 
NN 6 rfE h 

UF le go sub 3 55 ! hem ><:H#r=114-l «l:» ; r« 
FT 15 RIM FILES C15),F* (15) ,CATSC83 
RN 20 DIM BLANK*(4179 1 BLANKS(I)=” ":BLANK 
* (4173 “] BLANKS C2>-BLANK* 

BU IE OPEN fll ( 4 J fl J "K; M 

DB I* GRAPHICS ii^CTCOLDR 1, B, 12:SETCOLOR 

2 , 7 tZ iP oke 732,1 

A A 35 POKE 13 1 64 1 POKE 5J??4,64tREM ■ »JNT: I M 


|l I HP E AH Kt V 


LU 40 PRINT SPRINT "TRIVIAL PURSUIT QUEST 
ION COMPILER'* 

JJ 45 PRINT «—■-— “--- 


HH 50 GOSUB 255 1 PRINT !PRINT "Compiling Q 
upstions 3"iGG5UB 565 
QD 55 OPEN Ets, 4,0,FILES [TRAP 205 
VS 50 INPUT »5 j NUMQ ! BLOCKS (43, 433 rCHR* THU 
MOV 

JM 55 FOR CAT=R TO 5 

BE 70 RFM 

NY 73 INPUT «5 t £ATSsIF CftT*="" THEN 75 
UG B« POSITION 2*11 SPRINT BLANKS 1 POSITION 
2,11 SPRINT "Citigopy "MCAT+IJ;" ! "S 
CATStPRINT 

ZB B 6 FOR L = 1 TO 8 iA = 32:IF L<-LEHCCAT*3 T 
HEN A^ASCtCAT*CL,L33 

HT SO BLOCKStCATMB+L,CAT*B+LJ=CMR®£A5:NEM 

T L 

BQ S5 REM 

BE IBB FOR QUEST-1 TO NWMO 
ED 105 INPUT E*5<QU£eIF QU*="" THEN IBS 
TD 110 INPU T AS j AN* I IE A N* = "" THEN 110 
HH 115 POSITION 2,12:7 BLANK $ 

GE 120 POSITION 2*13 SPRINT "Question : "j 
flU^SPRINT ;PRINT "Answer s "JAN* 

KK 125 GO SUB 60S i REM ■ rfilSI JM W-»iM ** A 

xihlu 

HH 130 NEXT QUEST 
SL 135 WENT COT 
MB MO CLOSE AS 
BJ 145 REM 

NN 150 POSITION O r 1 I :PRINT BLANKS 
HK 155 POKE 02,2 S'POSITION 0,S:FRIHT M Co 
npi tfttiDh COrtfHfte," 

LF 160 PRINT SPRINT € HRS(2531 ?"PUT THE BE 
ST IRATI ON DISK IN THE DRIVE"15ETC0LOR 


2 , 2*2 

KH 165 PRINT : PRINT "MARKINGS PUTTING THE 
UROHG DISK IN"I PRINT "WILL CORRUPT TH 
AT DISK" 

EN 170 PRINT SPRINT "PRFSS RETURN TO SAME 
THE DATA AT THE"s PRINT "NEXT AVAILABL 
E BLOCK OH DISK" 

QS 175 GET »1,A;IF AOiSS THEN 175 
IS tm GOSUB 75S;REW 
MM IBS GOTO 30 j REM KT4:l T ITB 


KLt 280 REM --- —----- 

EH 205 PRINT CHR*fZ53):IF PEEK 41951=136 T 
HEN PRINT "END-OF-FILE ENCOUNTERED - C 
WECK":PftINT "QUESTION F ILL" t GOTO 215 
WT 210 PRINT "ERROR ";P£EKCi553 
PA 715 GOTO 305 

LE 250 REH----- 

JH 255 PRINT SPRINT "Pledge enter the nan 


e of the file";PRlNT "containing the «t 
uestions S " S PRINT iPOKE 752,0 
5M 26B PRINT *■>";! INPUT B16iF*;POKE 752,1 
DT 265 IF £*="" THEN GOTO 305 
0U 270 FlLE*=F* 

BH 2?S IF NOT (F*(3,33="!" OR F*(Z,23-": 
"1 THEM FILE*="Dii"tFILE*CLENCFILES)+1 
3 “F S 

ZO 280 RETURN 

KV 3O0 REM---- 


TRIVIAL PURSUIT 

QUESTION MAKER _ 


Ofr 305 POP ;PRINT SPRINT "PROGRAM TERMING 
TED,"SPOKE 75Z,0;POKE le^lSZiPOKE 5377 
4,132:END 

LF 350 HEM-—---— "-- - 

HZ 355 PRINT "Initialising.,," 

HZ 360 DIM QU*C7B),AN*(7B)*BUF1*(1401,BUF 
2 £ C1403 * BLOCKS£40563 
PH 365 DIM SCAN*£163),C* 111 

£0 370 RESTORE ? 02 fFOR L-l TO lflJsRtAD A: 

SCANSEL3rCHA$EA3;NEXT L 
CL 375 DIM CMP* £1233 

YN 300 RESTORE 011iFOR L“1 TO 123;READ ftf 
CMP*£L>=CHfl*CA3:NtHT L 
MY 305 DIM 1 CLEM* £6 0 

C G 35* RESTORE Sl&lFOR L=:l TO 64 S READ A:C 
LEH*£L>=CHR*(A3lNtKT L 
RES 355 DIM CODES*El2B) 


HZ 400 RESTORE 521:FOR i,t=l TO 120 J READ AS 


CODES*£L3=CHR*CflJiNEKT L 
ZV 405 DIM CONM*<1231 

ZH 410 RESTORE 530IFOR L=1 TO 123lREAD A: 

COXV*EL3~CHR*(A) iNEXT L 
YA 415 DIM SPECIAL* £71) 

OG 420 RESTORE 315lREAD SPECIAL* 

ZC 425 DIM SPOS* £17) 

YA 430 RESTORE 5411 FOR L =1 TO 17:READ AlS 
POS*EL)-CHA*tA3 iNEKT L 
RC 435 DIM SLEN* C17J 

VZ 440 RESTORE 341SF0R 1=1 TO 171 READ AlS 
LENS ELI-CHR*CA3 iMEHT L 
TP 44S DIM DIO*C3B) 

UP 450 RESTORE 9S*iF0R L-l TO 30!READ ft;D 
IO*(L)“CMR*£A):NENT L 
7.2 455 RETURN 

KM 500 REH--------- 

»Z 505 BLOCK*£1)^CHR*C0itBLOCK*£4056)=CHR 
S £03 3 BLOCK * £23=BLOCK* 

KL 518 RESTORE 345IF0R L-0 TO 123:READ At 
BLOCK*11+49 + L,1 + 4S + L3 =CHR*IA3 1 NEXT L 
SW 515 BP-173!FOR L=0 TO 70 
PY 520 A=ASCCSPECIAL*1LFI,L+l)3 
VF 525 IF A = 32 THE N BLOCKS £BPj 5P3-CHR*(12 


fl+ASCIBL0CK*<BP3I) 

£>G 53# IF A O 32 THEN BLOCK * C l *0P . 1 + BP3 =C0 


NU*(1+A3:BP=BP+1 


MU 535 NEXT L 
ZJ 540 RETURN 

KY ftDO REM--—-— "-““ — “ 

VJ 60S CS-OU* Cl , 11 : IF C*> = "A" AND CS< = K *E" 
THEN C$—CHRS CASC tC*)+32)IQU*C1,I)=C* 
CP 61» Cf-QUSfLEMtOU*))tlF QU*=" " THEN Q 
U*-QU*£1,LENC0U*)“1)!GOT0 610 
VY 615 IF C*-"7" THEN QUS-OU*Cl,LEHCOU*3- 
13 t GO TO 610 

RO 620 OUFlStil-CHH*£03:BUF1*£14*3^CHRSCB 
3 tBUFl* £2)-BUF1S 

HH 625 L=USR tflOR(SCAN*),ADRC«U*),LENCQUS3 
,ADR CBUFI*3,ADR ESPECIAL*! ,ADRtSPOS*3 # * 
DR C5LEMS3 ,ADRCCONU*)3 
RM 630 TP L-B THEN GOTO 730 
TY 635 BUF1S=BUF1*Cl,L3:OLEN-L 
QZ 640 REM 

LO 645 C* = AN*C1,D : IF C*> ="A‘- AND C* C = "Z" 
THEN C*=CMR*C*SCCC*3+325:ANSCi„13=C* 
HI 650 CS=AN*£I ENCANS33;IF AN*=" " THEN A 


NS=AN*t1jLENCAM*3~15:GOTO 650 
MJ- 655 ©UF2* til =CHH* COT : BUF2S C1403 =CHRS tO 
3 iBUF2S t23 =BUF3* 

MI 660 L=USR£ADRCSCAN*),ADRCANS3^LENCANSJ 

t ADR(BUF2S3,#Dft CSPEC IAL*),ADR CSPOSSl,A 
DR CSLEIt*3 , ADR CCDNU*3 1 
SM 665 IF L-0 THEN GOTO 73B 
GZ 670 BtlF2S=BUF2* Cl , L3 t ALEN-L 
RU 675 RER 

LI 660 BUFlStLENCBUF1*1+11=0UF2* 

OR 685 L-USR (ADR ICMP*) , ADR £B(iFl*3 ,LEN CBUF 
1*3 * ADR (BLOCK* £1 +BP*43 3 p, ADR tCL EN* ) , ADR 
CCODES*)1 

VJ 630 BLOCK* (SPH, BP+ 1) =CMC* E4+L + 1! t BLOC 
K*£BP+2,8P+2)=CHft*£01 


PT 695 BLOCK*tBP+3,BP+33=CHR*£01FN1SBLOCK 
* EBP+4.8P + 4> =CHft*CALEB) 


continued 
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TRIVIAL PURSUIT 


QUESTION MAKER 


Zti 7 60 RP = BP * 4 + L + 1 : IF THEN GOTO 

715 

Zb 705 RETURN 

Z& 7 i 0 REM ---“-- 

HZ 71? PRINT QHft?£1251 JCHftS 1253) J"NOT END 
UGH MEMORY - REPUCE HUMBFfi OF":PRINT " 
QUESTIONS" 

05 720 GO T R 305 

7ft 725 REM ---—■" 

IK 730 PRINT :PRINT CNR? 1253T i "ILLEGA! CH 
A RAC TER FOUND - CHflNGE^.PRINT "SOURCE 
FILE" 

PJ 735 GOTO 305 

Z I 750 REM--“- 

PC 7E5 6UF1? HI-BLANK? 

UC 760 A = L)5R{ADR±DI0S> * ASC [ ,, R ,, J *ADRCBUfl? 


ftft 765 SECTOR = A5C IBUFiS£35 3 +256*A5C{BUFl? 

{43 3 

{JU 770 IF SECT OR < 2 Oft SECTOft>7Z0 THEN SEC 
TOR” 2 

£K 775 IF SECT OH > 670 THEN GOTO BBS 
Erl 706 REM 

PO 7S6 L = 1 ! BUFl?-OUflNKiS 3 SUFIS C12SI =CHR? t6 

93 ; fl-USR E ADR £DIO?3 , BSC £ Hf H"3 * ADR CBUFlS> 

,SECTOR+503 
HE 790 A = 46 

OS 795 IF L+127>=BP THEN 0=76 
HF 000 IF L~i THEN A-49 
YE 60S g£-BLDCK?£L+i27*L+127I 
Jt 810 BLOCK? CL+127,L+1273 ^CHR?C03 
MK 015 A = USR EADR CPIQ?) * OSC £"H"3 * ADR E8L0CK 
$ CL I 3 , SECT OH 1 

TK 820 BLOCKS IL + 127.L + 1273 =C$ 

OK 825 L=L+127fSECTOR=SECTOR+l 
LR 030 IF L<BP THEN 790 

OU 835 ei>FiS = BL ANK$ : B1IF1? <1283 =CHHS C6S J ! fl 
- U5R EADR t DIOS ) ,A SC C"H"3 *ADft£BUFl$I ,SEC 
T0R3 

CP 040 &UFiS=BLANK$iA=INT£SECT0B/256>30UF 
1? £3,33 -CHR?C5ECT0ft J A*250i iBUF1? £4 ,43 - 
C HP?£A5 

ZO 045 ft = USft CADRtDlOSS , A5C £"H ,I J tBUFl? 

3*13 

£0 fiSS RETURN 

ZP 0BO REM-—--- “ 

JI 805 PftINT CHR5£1251;CHR?C2SI3J-DISK FU 
LL - TRY ANOTHER" 

PH 07O GOTO 305 

ZA SBO HE M - - —-_ —— - 

UH 981 REM (MU 

NL 902 DATA 104 * A84,133, 2 15,104, 413 * 2 1 ** 1 
04, 10 4,133,216*104,133*218,104*133, Z17 

,104,113*225*104,133,224,104 
PL S03 DATA 133*227*104,133*226,104,133,2 
29,104*133,220*104,133*231,104*133*230 
*169,0*131,219*131,212*133 
AQ 90* DATA 211*164*219*177*214,201,b5,14 
4 * IS* 201,91,176,15,24*105,32,145,214,1 
60,9 4,17 7*238 * 164,212 

UK 9A5 DATA 145,217,230,212*164,219.177,2 
14,72,169*0*133,220,169,0*133,223,164* 

220,177.226*24*101*223 
FH 906 DATA 133,221*165*219*24,161*223*13 
3, 222* 197*216*246* 36,164*222,177*214*1 
64*221,209*224* 700*20 *230 
10 907 DATA 223*105*223,164*220,209*228*2 

08,216,104*16b,226,72,166*165*219*24*1 
11*220*131*219*198,219*169 

ZL 90S DATA 755,200*8,210*220,165*220,201 
,17,208*186,104,168*177.230,740,15,164 
*212,145*717,236,212,230 
YO 989 DATA 219,165,219,197,216,288,110,9 
6*169,0*133,212,96 
NZ 910 REM HIM 

LH 911 DATA 104,104,133*215,104,133,214*1 
64,104*131*216,104*131,218*104,133,217 
*104,113* 220, 104*133,219* 104 
00 912 DATA 133,222 * 104,133 * 221,169,8,133 

* 723,133,212,133,213* 133,22 4,164,22 3,1 

77*214 * 168,177*219*133,225 
TO 913 DATA 152,10,168,177,271*133*226*20 


0*177,221,133,227,164*212,38*227,38,22 
6.177,217*42,145*217,230 
GO 914 DATA 224*165,224,701.0,208,6,169,0 

p 133, 2 74* 2 30.212, 198,2 25* 7 08,2 2 7.2 3 0, 2 

23,165,223,197 * 2l6, 200 
IN 915 DATA 198*198,212,165,224,240,19,23 
0,212,164.212,38* 2 26, 177,217,42*145,21 
7,230*224,165,224,261,8 
UK 916 DATA 208*239,96 
UT 917 HEM 

IJN 918 DATA 1,4*6,5*5,4*6,6,5,4,9,7,5,6*4 
.4,6,10,4*4*5,6*7*6*9,6,10*8,8*10*11*1 
1 

PI 919 DAT* 10,10*10,10*10,13*13*3*8,7,8, 
12.9,8,6,7*8,8,7,8*0*8,0,9,0*9,16*11*1 
0,10*10,5 
MK 920 REM 

DI 921 DATA 0,0,160,0,104*6,56,0,144*0,22 
4,8,0,0,100*0 

YE 922 DATA 48,0,16,0,156,0*204,0*216*0,2 
13*0,96*0*128,0 

AS 923 DAT* 280*0*10*128,112,0*32*0,240*0 
,244,8*14*0*176,0 

T K 924 DATA 150,120* 186,0,200*192*12,0* 15 
4*0*158*64, 2 06* 192 * 206*2 24 
EC 925 DATA 242,64*242,0,10,64*10*192*206 

* ±20,10* 0,16,8,64*0 

ftU 926 DATA 207,0*152*0,157,0*10,16,266,0 
, 155,0,4,0* 202,0 

UI 927 DATA 241*0,159,0,8,0*248,0,11*0.20 
1*6*13*0,206,# 

ME 92H DATA 243*0*156,126*242,192*10,32*2 
42,128,260*128,158,O*192,O 
EM 929 REM jr gUZUf 

MU 936 DATA 46,47*48,49,50*51,52,53*54,55 

* 56*57,50*69*60,61 

OC 931 DATA 62,0,O,6,0,®* 0* 8■0 *8*B* 0»Bp 
O , 0 

GO 932 DATA 19*0,41*0*0**3,0*42*8*0,0,0*4 

6*44,45,0 

4Z 933 DATA 27,20*29*30.31*32*33,34,35,36 
*37,38,6,0*0*8 

PK 934 DATA 6 * 0,0,0 * 8.8,0,0 * 0 * 8 * 0 * 0,0,8,0 

* 0 

AQ 935 DATA 0* 0* 0,0,0,6,0,®* 0,6,0,0 * 0,0,6 
3*0 

UU 936 DATA 0*1*2,3,4*5*6*7*8*9,18*11,12, 
13,±4*15 

UH 937 DATA 16*17,18*19*26*21,22*23,24*25 

*25 ___ 

PH 938 REH ^3391399 

HO 939 DATA oho when Why what which how d 
oes did is was and the to in of with y 
ear . 

JD 940 REM EittJ! 

UO 941 DAT* 0*4,9,13*18,24*20,33*37*40,44 
,40*52,55*50*61,66 
AO 942 REM ElUm 

VC 943 DATA 4,5,4,5 * 6,4 * 5 * 4 * 5,4 * 4 * 4,3 , 3 * 3 
,5,5 __ 

DK 945 DATA 37,64*65*30*66*17*62,61*16,33 
*60,68,10,70,44*55 

KM 946 DATA 73,75*27,28*76,77*70*79*51,00 
,50*82*41,04,06,11 

TJ 947 DATA 88*6,90,92*23,2,94*15,96*97*0 
*4*180*63*103,194 

LL 94 8 DATA 105,19* 14,15 * 1* 1*9,5,112 * 3 3M 
15,117*119,121,123,30,43 
KY 949 DATA 59.31*34*35,29*26,67,32*58,69 
*57*24,71,72* 74,52 

LH 958 DATA 54,45*42*49,53*40,48,56*81*22 
,03*85,47*87*09,46 

IC 951 DATA 91,93,25 r 7,95*13,21,90*3,99,1 
bl,102,12*26*9,106 

JT 952 DATA I 8,107, 108,110*111,113,114,11 
6,118*12 0,122,124 

01 953 REM ■> ±1» giM'JC'Ij> 

UB 954 DATA 104,169*1*141*1.3*104*104,141 
*2,3,104,141*5,3,104 

GK 955 DATA 141*4,3*104,141*11,3*104,141, 
16*3*76*83*220 
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JOYSTICKS 



PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDEt 


A MUST FOR IH 
ALL ATARI 
ST OWNERS! 


AND 

ITS 


FREE 


If you own an Atari ST, then you will no! want 
the FREE Atari ST Product Guide from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source of in 
formation to Atari ST computer users, it is available ab 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 


Robotics 
Hard Disk Drives 
MIDi/Music 
Monitors 
Printers 

Sound Digitisers 


PERIPHERALSi 


Clocks 
Emulators 
Modems 
Mouse controllers 
Scanners 
Sound Samplers 


Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 


Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 


ACCESSORIES: 

Cleaning Kits Disks 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 


Joysticks 
Power Supplies 
Printer Ribbons 


BOOKS: 

ST Dedicated 59000 Processor General Computing 

SOFTWARE - ENTERTAINMENT: 

Arcade Games Compilations Advanced Sims 

Sport Sims Adventures Board & Strategy 

SOFTWARE - PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 
Education/Childs Music Programming 

Spreadsheets Utilities Word Processors 
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EHIND THE SCENES 



Zeppelin authors 
Ian Copeland and 
David Taylor take us 
behind the scenes and 
let us into some of the 
secrets of writing top 
games for the Atari 

T he last Laird of Drumtrochie castle. Hamish Mr lavish 
settled down to what he knew would be an untdterrup 
Led nights sleep. Exactly one hundred years ago, unable 
to sleep for ghost Iv wailings, the fierce Ited Laird Mr S avish had 
fought a fierce battle with the denizens of the underworld and 
banished all spiritual activity from Drumtrochie castle But 
now on the anniversary of the battle the famous scaiy school 
for young ghosts has sent it's star pupil, Blinky. to trtghten 
Hamish McTavtsh and once again allow ghosts to roam the 
castles four walls „***... 

BLINKY IS BORN 

Blinky the ghost dressed in rather natty red boots and de 
rigeur white haunting sheet was bom not in a rain lashed 
castle atop a dark brooding hill but. sadly, rather Jess atmos¬ 
pherically to the Zeppelin offices on a hot summers day. And 
the creation of his personality came not from a mad scientist 
hut from the fevered imagination of Zeppelin’s graphic artist 
Richard Beston. who despite evidence to the contrary Is only a 
little bit mad. The design of Blinky came from hall ail hours 
doodling with scraps of paper, and eventually using a sprite 
editor to bring Blinky to life. Once it was realised that this new 


character inav have star potential the go ahead for a game 
based around the character was given. Pausing only to move 
offices the saga of Blinky began to unfold. 

Blinky ?? Scary School is an arcade adventure In which the 
hero has to collect ingredients for potions, these potions give 
Blinky certain powers, which will help in the main task ol 
waking Hamish McTavish (though how this is achieved is lor 
now top secret 1). The story line and graphics lor Blinkv’s were 
all completed long before programming began, the writing of 
Fantastic Soccer was In progress at the time This also allowed 
the graphic artists lime to produre a large scale map ol 
Drumtrochie castle which would show the position ol all the 
rooms, the location of all the objects and enemy sprites fCasile 
Drumtrochie is well defended by creatures hostile to ghosts). It 
was hoped ihis would make the writing of the game easier but 
thanks either to a disgruntled relative of Blinky or possibly 
just an over enthusiastic c leaner the map disappeared one 
night never to be seen again, which meant that the game had 
to he totally redesigned a disheartening prospect but once 
programming began things started to run more smoothly. 

CREATING THE ROUTINES 

Programilling a game lends to fall into several sepal ale seg¬ 
ments - die writing of sprite routines, producing editors to 
piece together all ol the rooms, and Imally the actual gamt 
mechanics, the objectplckerupper type routines. At Zeppelin 
all Atari 8-bit games are written using an ST and a 6502 editor 
which for some strange reason is known as Jarky. Jackv Is 
incredibly powerful and can assemble around lOOk of source 
file, then port it across tn a waiting XL in around seven 
seconds. It is this speed that allows Zeppelin to write games 
quickly and of course economically. 

Blinky ts a flip screen game with about sixty rooms making up 
Hamish s Castle. The main problem game programmers face is 
fitting large 1 numbers of rooms into the memory allowed. If 
each room was held in memory as a screen, [in the graphics 
mode used in Blinky’s a screen is about 4k), then to hold all 
sixty rooms would take 240k, r l his is ol course totally unleasi- 
hle. The method used for all sixty rooms is commonly used bv 
programmers arid whoever first thought of it is one o! the 
unsung heroes of the computer industry The answer is io 
break up the elements of the rooms, the chairs, brickwork, etc 
into blocks, Each block has a number and the rooms arc 
stored as rows of these numbers. For example it a chair was 10 
and a blank bit was block 1 then 4 chairs with a spaec in 
between would be held as 10, l, 10, 1, 10, 1, 10, In Blinky s 
there are 120 blocks and each block is 2 characters high by 4 
wide. To hold these 120 blocks takes just 4k (or one screen). 
The rows of numbers that make up the rooms are a further 6k 
(there are 100 blocks to a room therefore 100 numbers or 
bytes and 60 rooms totals roughly ttOOQ bytes or 6k. The total 
Is therlbre only 10k. a grand saving of 230k! It is this basic 
principle that makes games possible and without It games 
could only have 1 or 2 screens. 
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DESIGNING THE ROOMS 


What l have described is line in theory' but It does not explain 
how ihe rooms were 1 put together. Unfortunately computers 
just do not have the imagination to create rooms by themsel¬ 
ves and so a little human help ts needed. Instead of typing out 
Lhc numbers that make up the rooms which would be Incred¬ 
ibly tedious, an editor program was wrilten which, when a 
Joystick wielding graphic artist was let loose, would allow the 
rooms to be designed!. The artist could lllck through the blocks 
and when he had the one he wanted, use the Joystick to 
position it on screen, using lire to place it down, With a 
maniacal glinl in the artists eye devious traps and gaps were 
created to catch the unwary player. The best way to describe 
the editor is as a Jigsaw puzzle, with the picture slowly coming 
together as pieces were laid down (though of course we knew 
the last piece wasn't missing!). Once the rooms were designed 
the data was saved lo disk and inserted into the game. Now we 
had a castle but no Inhabitants! 


ONLY ONE SPRITE? 


course nothing is perfect and there are horrendous disadvan¬ 
tages, software sprites take up large amounts of memory 
compared to hardware and to move smoothly onscreen must 
be both masked and shifted, The reasons lor shifting a sprite 
are complex to explain but basically involve holding four im 
ages of a sprile each one shifted along one pixel along from the 
Iasi. The frame that Is displayed depends on the whereabouts 
of the sprite onscreen. Masking is the process whereby a sprite 
is moved over backgrounds without destroying them. It invol¬ 
ves holding a block larger llial the sprite with a sprite shaped 
bole in. "Hie background underneath the sprite is cut oui and 
stored in memory using this block as a 'mask'. When I he sprite 
moves on the background is replaced by the stored piece of 
background and the process continues, Each sprite and the 
other three shifts requires a mask. This requires an enormous 
amount of memory but once again there are solutions. A 
routine was written which would work oul all the masks and 
shifts for only the sprites in the room in which Blinky was 
about to enter. This working out happens when the screen 
goes blank between rooms and explains the slight delay for the 
new room to appear. 


GETTING THERE 

Once the sprites were moving the game began to take shape 
and screenshots for the cassette inlays were taken. At th + S 
stage there were still a few rough edges which needed smoo¬ 
thing out before the game was finished. One thing which was 
missing was sound effects, so once again Zeppelin’s Atari 
musician Adam Gilmore was sent details In order to wrile the 
game music and sound effects. 

In the meantime the small hut Important routines were 
written. Routines such as the clock (Hiinky has until sunrise 
to wake F Tarnish McTavtsh), and an energy bar to represent 
Blinky s spiritual energy which is depleted after contact with 
the castles nasties. It was whilst writing one of the more 
important small" routines that a problem was discovered. 
Blinky has to colled certain objects in his task and in writing 
the ’objectpickompper’ routine. It was discovered that no one 
could recognise what the objects actually were! Originally it 
was intended lo represent the objects graphically but due to 
the screen resolution the used objects were unclear. What was 
"Herman the I laggis" to us would be Just a mass of colour to 
others, therefore a compromise was nec essary, The answer 
was to ditch the graphics (cue one upset graphic artist) and 
replace them all with one question mark, and at the lop of the 
screen give a small cryptic clue to what the object was. Some 
of the clues border on the surreal "lies" greatest hits (a 
favourite singer possibly?) lo downright awful puns like like 
flour power ". Whilst not perfected it was hoped that this 
solution would not detract form the game play. Once the 
objects are picked up they arc shown ill the game display 
which, being in the high resolution, allows clear graphics to he 
produced. 


The Atari XL is able to display four hardware sprites onscreen 
at any one time, and It was decided at an early stage to use all 
four for Blinky himself. Two for Blinky's white body the other 
two for his red boots. This of course left the problem of how to 
show the other cJiaractors in the game from Lhc spiders to 
Hamish himself, and so a software sprite routine 1 was written. 
Soft wan. 1 sp riles are totally independent of the hardware 
(hence their name!), and have certain advantages over hard¬ 
ware sprites, Tile main advantage is that, within reason, you 
can have a large number onscreen at once, your only limit 
being the speed of the processor. Another advantage is size, 
using the hardware sprites limits you to a sprite eight pixels 
wide (the reason why Blinky is two hardware 1 sprites acrossl, 
again within reason a software sprite can be any size. Hut of 


IT’S DONEI 

Once the sound effects were completed and added inlo the 
game, all that remained was a period of game testing. Even lhc 
most well written programs have bugs and Blinky's was no 
exception, But once all the bugs were completely eradicated 
the game was declared complete. A master tape was prepared 
ready for duplication and the programmers bowed out leaving 
their creation to the whims of the marketplace. 

The next project for Zeppelin is a lemporary abandonment of 
the XL by the Inhouse learn, to produce a 16-bit Blinky but 
never fear we will be back with Blinky II in which Blinky goes 
on holiday to the good oY U.S. of A! • 
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T he Tipsier is here again with a whale host oj 
hints and Ups on a variety o f games as 
discovered by you - the ever vigilant and 
brilliant Atari fanatics. Lets blast off this time tvith 
our prizewinner, get down to a breakdown of 



POWERDOWN! 


A comp] e l e breakdown I torn P.J. 
Terry who will soon be tinkling 
away on bis freebie. Here we go 
but first make Sure you avoid Inzer 
beams at all times! 

Go UP arid LEFT and UP again, 
shoot through the red blocks so that 
the Blue Guard comes out. Go DO WIN! and 
RIGHT WAIT until the Guard has turned the 
white bricks to red. Shoot, through the red 
bricks, Return to the collection ol red bricks that 
are to your LEFT. Get the SHIELD. Fire it so 

In the RIGHT enclosure and open the 
door. Shoot through the three rows of 
red blocks. 


Fire the shield up to where the radar is. Now. fire the shield lu 
the LEFT (avoiding the Lazer lire}, Fire the shield up to the door 
then open the door. Fire the shield through the door and close 
the door behind vou. 

Go to the far RIGHT and use the shield to block the electronic 
force fie Id. Fire DOWNWARD to release the Guards. Collect all 
die shields you can find. Take (he shield UP and tn ihc LEFT. 
Open the door and use three of the shields to block ofi the 
force-field as before. 

E’ut all the other shields next to the door. Keep all doors open 
and coax the Guard up to I his area. When here, view die 
television screen which Is direedy above the door, using the 
scanner. The Droid will have created a 3-digit code. Fire that 
code into the combination panel next to tine door. 

Go UP and to the LEFT, take the shields with you and 
position them near the narrow passageway. Release the 
Guards by firing at the red blocks and they will turn all the 
surrounding while blocks red. 

Close the combination door by changing the combination and 
firing at the pad on the other side When all the blocks are red. 
release the Droids and look them out using the combination 
door. Bring all the shields up with those that you will disc over. 
Fire one to block the large gate and fire the rest as far up 
through the hole on the far RIGHT as you can get them. 

Close the door and dodge UP whilst it shields you Irom the 
lazer lire. Cover Argon’s cannons on the RIGHT using three 
shields and shoot the rest as far LEFT as you ran get them. 
Shoot LEFT at the gate. As it closes, dodge to the LEFT 
Cover Argon's cannons with three ol your shields and shoot 
the remaining one up the hole on the LEFT to- cut oh the 
force field. Go DOWN and shoot RIGHT to close the door. Shoot 
the red blocks near Argon and lei one Droid through to destroy 


the white blocks, 

Shoot through these when they are red. Argon will be killed 
and the combinations for the lour reactors will be static. Fire 
in ALL FOUR combinations and the power will be shut off ..., 
your mission is complete!! 


S‘FJ r TS STy 

Help on this comes from Richard somebody, I couldnt make 
out his surname must get some new glasses! 


First you must kilt the other spy when you si am Then you 
booby-trap all the doors and find the room with the Airport 
dtH>r. Once you are in there you booby-trap the doors. The best 
traps to use are the water bucket on the side doors and the 
gun/string on the bottom of doors. 

This way. when the other spy comes In, he will get killed and 
drop the stuff that he was carrying. Then reset the trap on the 
door and search the room. When you find the objects DON’T 
store them; just put them back. 

Keep this up until they are all found then pick them up. Go 
over to the door and leave. If you kill the other spy outright 
With a booby-trap where he doesn’t actually come into the 
room I hen go to the one in which he died and collect the stuff. 

If you ever find that you are blocking a door, i.c. you are 
standing in a doorway and he can’t get past, but you are not 
on the same screen, then access your trapulalor, select the 
time bomb and drop it, Move and let him in then go out and 
block him from the other side and he gets blown up! 


CRUMBLE’S CRISIS 

A little snippet from Gareth Powell. On the second level when 
it says DO YOU WANT TO PRACTICE?* press the ’N‘ key., turn 
the cassette over, rewind it and press PLAY then press RF 
TURN. Now you will get onto the third level! 


Rxai Shakespeare piues us 
some tips on (his Zeppelin 
1990 release , 

Hint I; When (Tie Goaife has 
the ball, in a place kick - yours 
or opponents - the player runs 
fomards the Goalie. Press the button and a foot 
dan be seen from underneath the player ♦ Do this 
as near die ball as possible 

Hint 2; When you or your opponent are chasing 
the ball press and depress the button and the foot 
will come out and you tui/i run faster. 

Hint 3; When you are in the clear for a goaf, go 
at an angte - NOT straight! 
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THIS ISSUE’S COMPLETE ADVENTURE SOLUTION! 


Remember way back in the infancy nf these pages when some¬ 
one called out from the darkness: "Got anything on OPERA 

HOUSE?" well here It Is. courtesy of K.A. HURRY of 

Crewe!! 

n oust, 

(Big Nose Software) 

As usual with these full solutions, the directional commands are 
L as is 1 but the verb.noun input is reversed, i.e. LOOK TABLE 
becomes KOOL ELiBAT!! 

KOOL EERT - EVOM EERT - S - IIP - TEG NOTAB ■ D - NEPO 
ON A IP - TEG SGNIRTS - N - W - KOOL REVEL - TEG EGDEW - 
OG ROOD - KOOL ELBAT - TEG TEKCIT - QG ROOD - N - W • 
KOOL SREKCOL - TEG WOB - E - TEG TLOB - XIF WOB - DAOL 
WOB - TEG NACLIO - S - LLUP REVEL - E - PORD WOB - E OG 
ROOD - KOOL ELBAT - KOQL ESOUM PART - TEG ESEEHC - 
ESU NOTAB * TEG ESEEHC - OG HOOD - N - TEG RENNAPS - 5 

* W * W - N - BMILC REDDAL - PORD RENNAPS ■ BMILC 
REDDAL -S-E-S-S- TEG HCROT - S - E - E - OG ROOD - N - 
KOOL DRAOBPUC - TEG TSRIF OIA T!K - S ■ S ■ W - W - THGIL 
HCROT - OG SRIATS - UP - THGILNU HCROT - M - OG SRIATS - 
LIOT1XE - EGDEW TtXE NEPO - PORD TSRIF DIATIK-D-S-W 

- TEG KAOLC - HAEW KAOLC - E - THGIL HCROT - D - 0 - 
THGILNU HCROT - N - N - N- W - N - TEG REVIRDWERCS - S - E 

* S - S - 5 - OG ROOD - E - E - S - EVIG TEKCIT. 

N - THGIL HCROT - OG ELOHNAM - PORD KAOLC - TEG SAG 
KSAM - RAEW SAG KSAM - TEG PMAL - N - EVIG ESEEHC - W - 
LIO DOOLF ETAG - NEPO DOOLF ETAG - OG DOOLF ETAG - E 

- KOOL PMAL - PORD PMAL -N - W - UP• WERCSNU LLIRG - 
OG LLIRG - DNAH FFUC SGNIR - E OG ROOD - OG PART 
ROOD - W - LLUP REVEL - E - S - S - S - OG SRIATS - UP - 
THGILNU HCROT ■ N - OG SRIATS - KOOL TSRIF DIA TIK * TEG 
NQTTQC LOOW - TEG MROFORQLHC - OG TIKE - RUOP MRQ- 
FOROLHC ■ PORD LOOW - OG TIXE - D - S - THGIL HCROT * D - 
D - N - N - N - TEG WQB5SORC - THGILNU HCROT - W - N * 
BMILC REDDAL - TEG RENNAPS - ESOLC EVLAV - PORD 
RENNAPS - BMILC REDDAL - S - LLUP REVEL - E - OG PART 

ROOD ■ OG ROOD ■ W - LLIK MOTNAHP.. to complete the 

game!! 


MAP OF STORM AND MORE 
HINTS OVERLEAF vw 


AND THE WINNER IS ... 


PaI. Terry should be having a tinkle by now on his 
new CASIO SA 1 ELECTRONIC KEYBOARD, his prize 
for the best contribution to the Tipster column this 
issue, |f you want to try and udn something send in, 
a map, same hints or tips or a solution and you 
could be the lucky owner of three great videos (VHS 
format j - GHQSTBUSTERS, THE DARK CRYSTAL and 
Michael Jaduon's MOONWALKER. Now you can 
watch the Jllm of the game and then go and play the 
game qf the film* Only if you send in same great 
hints, tips, maps or solutions though. 


fu&m 

Cass £7-99 Disk £9 99 

Coming Soon! 

PROJECT 

XANTHEIN 

ZERO WAR 

SHADOW Qf THE 



• I 

ATARI XL/XE 


HARLEQUIN {THE ENTERTAINMENTS) LTD 

76 LINCOLN WAV CANVEY ISLAND ESSEX ENGLAND SS8 9SL 

Telephone 

Sales 4 Administration 0268 695355 
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Key 

Mask 

Food 

Scroll 

Brooches 

Treasure 

A nuwuz~ 

Bottle 
Cabbalas 
Key Needed 
Waste of a key! 

3 Brooches needed 
Special Key 
No.l needed 
Special Key 
NOr 2 needed 
Special Key 
found here 
START 


KN 

KNW 

BN 

SKN 1 




{Mapped by Tony Johnson) 
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14 
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(k ^aa.Ki 
\(sP> 

S TORM | 


FEn> 

A couple of lads 1 * 3 4 5 6 Ups have been put together to help you out oil 

this one, Thanks to Dean Chadwick and Stephen CiarhetU 

1. You take the role of Learie and playing ibe game is simply a 
matter of moving through the Kingdom collecting Ingre 
dients to make spells that you are then able to mix and use 
against your opposing Wizard - hut remember he’s lining 
the SAME and is out to destroy you! 

‘2. Sprites, Fireballs and Lightning can be dodged but you 
musn’t run away! 

3. Villagers and Travellers can be changed Into Zombies. Villa¬ 
gers, being of low intelligence are more susceptible to order 
when Ln a 'Zombie' stale. They will walk in the direction you 
indicate but won't leave the limits of their own territory. 

4. Tile compass points to Leanorlc, 

5. To gel a lot of spells, go to the Herb Garden. To find ( he 
garden, when you appear on the screen if you move UP you 
will see a fence and a Gardener, Follow the fence around 
until you come to an entrance. Enter and collect as many 
herbs as you can belbre the Gardener comes and drains 
your energy, [f you hang around for too long your brother 
will arrive. 

6. When mixing spells, stand in front of your cauldron and 
press the FIRE button, then move your joystick left and 
right to turn the bottom of the spell hook When the book is 


opened lo ihe required spell, release the FIRE button If you 
have both the Ingredients. This is shown In red lettering in 
Ihe spellbook. The spell will he mixed and you will (hen be 
'armed’ with it. 

7. To cast a spell, you need to be armed with It. II this is done 
at the mixing -Stage, push the Joystick UP and release the 
button to cast a spell. Some spells may only be used once, 
whilst others can be used a number of times. Different 
spells can be casl by turning the spell book pages whilst 
holding down the FIRE button, similar to mixing spells. 

8. To collect HERBS si and in front of the herb and walk 
towards it. The Wizard will bend down and pick It up 
successfully picking up the herb will be shown on the 
spellbook. 

9. Spells Si Ingredients: 

A. TELEPORT i= DANDELION + BURDOCK 

B. PROTECT - PIFERWORT + RAGWORT 

C. SPRITES * SNAPDRAGON + TOADFLAX 

D. ZOMBIE = DEVILSBIT + BONES 

E. SWIFT = SPEEDWELL + MAD SAGE 

F. FREEZE - BIND WEED + BOG WEED 

G. DOPPLEGANGER = FOXGLOVE + ATSEAR 

H. INVISIBLE - CHONDRILLA + HEMLOCK 

I. REVERSE = THISTLE + SKULL CAP 

J. HEAL = BALM + FEVERFEW 

K. FIREBALL - DRAGONSTBETH + MOUSETAIL 

L t LIGHTNING a CUDWEED + KNAP WEED 


Thunk you all once again Jbr your continuing support far the 
Tipster pages ami thus lending a much-needed helping f turid to 
your fellow Atarians! Don't forget to keep coming and don’t 

forget ihe nem names like those reviewed this issue. Will YOU 
he the first to crack ihe latest games? 

Send your hints, tips, maps and solutions to 

THE TIPSTER 
NEW ATARI USER 

RO, BOX 54, STAFFORD , S T16 1DR 


A TIPSTER EXCLUSIVE! 


Tvery render sending in a m:w him, 
tip. cheat or map will receive THE 
IlPSTIR's unique badge. whether 
ihe contribution is used or not, The 
only qualification \% that the tip 
mu it not have been uied before in 
this column (ripping pages out of 
old Atari User mags doesn 't count 

eitherT). Please note that we cannot indicate whether your hint or tip 
will appear in a future issue - it might, it might not depends what 
The Tipster had f«r dinner when he comes. t« type up the column, 
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Here's another neat Little program from our friend Juan Jose 
Rodriguez from Venezuala, a modification to DOS 2.5 that will 
enable seasoned users tn save a little time when using DOS. 

As you know, each of (he DOS menu functions requires at 
least two keypresses, one to select the item and then RETURN 
to execute It, Juan’s program will modify your DOS so that you 
only need to press a single key for each option, you'll be 
surprised at how much more pleasant this modified DOS is to 
use. 

Type In the program shown and SAVE it to disk. Make sure 
you have a disk with a couple of free sectors In your drive and 
then RUN the program, it will write a file lo your disk called 
MDF25. Next uall up DOS (make sure you are using DOS 2,5) 
and select option L - BINARY [.DAD and use the filename 
MDF25. Once you have run this you will find that vour new 
‘one-touch' DOS is active. 

All that remains is to save your newly modified DOS 2-5. Just 
get a new disk to act as your master and select item H (format 
die disk first if you need to) to write DOS. Now whenever to 
boot up with this new disk, your 'one-touch' DOS will be 
active. Simple and a pleasure to use! 


Have you read the reviews? 


BOP ‘N WRESTLE 
INFILTRATOR 

£9.95 each 

Disk only (64k) 


PLEASE SEND FOR OUR 
FREE CATALOGUE 


HUNDREDS OF TITLES 
AVAILABLE FOR 
THE XL/XE 


ATARI 


ek i rer n ii miim i mnitr i nmnm i mr i w ii muT i m maffl 

VB 2 REM ft ONE-TOUCH DOS 2.5 » 

Ob 3 bfm r hy Join Jos# Rodrigu #2 It 

HB 4 REM »----S 

RF s REM B HEM ATARI USER - Jon# 1328 It 

fc s rer n iit i ii i i n i i it rii ii i i mniJ i i i i i n i imm i i i ium iii m 

HH 7 REM 

L f IBB TRAP 150 

ZK 129 OPEN Hi h » , O, '"0 : MOF 2S" 

05 17B RESTORE 

MiG 140 MtAD A : P U I ttl, A : GOT 0 140 
IN ISO CLOSE Hi!END 

flM 1000 DATA ?55 > 255,0,6,77,6,162,0, IBS, 

14,6,157,127,48, 23 2,2 24,64 *288,245, 

1A2 

BN 1010 RAT A 40,141,184,2?,141,160,48,32, 
.113,48, 173,24 5,30, 16,6,32, 146, 25,76,15 
* 33 

DA 1420 PAT A 162*48,169,160,32,178,4f,17T 
,164,24,96,32,15S,i?3,3?,22B,72,173,36 
,228,72 

2L 1030 DATA 96,0,0,0,0,0,0,0,0,0,0,8,9,0 
, 8,0,0, «,*, B, 8 

HT 1040 DATA 224,2,226,2.0,6 




QUICK DOS 

by JUAN JOSE RODRIGUEZ 














XL/XE TYPE-IN 


GREEN FINGERS 


G reen Fingers is an arcade /strategy game for li player 
requiring a joystick. The object Is to grow as many 
flowers as possible and sell them in the shop, 

Play commences in the shop where you are given a menu with 
the various things you may need to grow the flowers. By using 
the joystick position the arrow next to the item you want and 
press the button to purchase it. You arc allowed up (o 5 
purchases on each trip tea the shop. 

Armed with your purchases you exit the shop by selecting the 
exit option and pressing the Joystick button. Next you drive 
down the road to your house taking care not to go through too 
many red lights or you'll wind up in jail lor a while, 

At home you go to the greenhouse and your purchases are 
added above the appropriate column up to maximum of 9. The 
upper part of the screen contains a number of bases lor your 
plant pots to stand on. To pick up items use the joystick to 
move the arrow across the menu and press the button to 
select- On doing so a cursor appears in the upper part of the 
screen. Use your joystick to position the cursor above the 
required base and press the button to deposit the item. To 
return to the menu portion of the screen merely move the 
cursor down until it disappears, Note however that if you are 
carrying a pack of 6 items such as pots deposit them alt before 
returning In (lie menu otherwise you wilHose the remainder. 
The watering can, the net and the scissors stay on (he menu 
and can be used continually. 

Make trips to the shop to replenish st ocks as necessary or to 
sell your flowers before the shop closes. 

GARDENING TIPS 

You will need pots. compost amt seeds in that order to begin 
with, and then you will need to water the plants frequently lo 
make them grow, Watch for pests such as llles. butterflies and 
slugs, To use fly killer or the net etc select it and touch the 
pest with your cursor, If the pesis touch your plants you will 
need dust or pellets etc to kill their offspring or the plant will 
die. 

Check your plants regularly for signs of trouble - they will 
flash - and lake remedial action. If watering doesn’t work and 
they aren't crawling with pests il might be mildew. Fungicide 
should dear ibis. 

Thafs all the tips you are going to get. I’m not saying how to 
kill a slug or what to do when your watering ran disappears 
before your eyes or while you are away because that would be 
telling. The strategy is yours and you’ll find out in due course - 
if i he neighbours complain about the music it can be muted by 
pressing OPTION. 

I lappy gardening! 

by BILL HALSALL 


Fancy a bit of indoor 
gardening? It may be 
harder than you think! 



TYPING IT IN 

Cassette anti disk users should type in Listing 1, SAVE or 
CSAVE a copy, then RUN the program. The program will check 
each line of data anti inform you of any errors. Correct any 
errors and RUN the program again until all errors are elimin¬ 
ated- When this is done answer the cassette/disk questions 
accordingly tn create a boot tape or binary disk tile. 

To load the boot tape remove all cartridges then turn on the 
computer while holding down the START key [XL owners 
should hold down OPTION at* well]. Press RETURN arid the 
tape will load and run automatically. 

Uisk users should type in Listing 2 and save it on the same 
disk as the binary file created by Listing 1. RUN the Lisi Ing 2 
program with the disk iti the drive and the game will load and 
run automatically. 

Note for disk users: If any other programs have been used 
prior lo Listing 2 being loaded it is recommended that the 
computer be turned off and on again before Lisiiug 2 is loaded 
Find mn Lo ensure that the game isn’t corrupted by any data 
left In memory. 

Note for If; ft users: Although you need more than JftK to 
GicconmuvJriie Listing 1 She boos tape produced ioifi run on 16K 
machines. So, if you have any friends with larger machines 
who will produce a copy of the boot tape you can still play the 
game. 
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GREEN FINGERS 


O00502031F7FFE0B0B140flQ8I400*0, I 6 2 7 
JN 1050 DOIO 8FL43574253FZ03FFS5456575ZFE 
OAF FHHC! Oil If 4 ftF F 3 F ft C* 4ft ft ft 4 ft C BE F F ft *Oft 80 0O 
B0B00 Z F F7C3020002038/*FF00ftB«0,3 35 4 
HE i*6B DATA e0*0B**0e0BQ34Z8Z5Q033Z8Zf3* 
000ftDO8ft8ft6ftft*OM8ft0*8*8«eft000000000000 
ft0ft00*0*O*0*0G74696D65**DftD*ftft J 11 62 
HM 1070 DATA 0000000000000800000000000000 
00000 00(10 00 00 00 00 00 00 00 00 0 0 0 0 00 000 00 JF 
3F3F3F3F3F3FJF 3F 3F 3F 3F 3F 3F 3F 3F ,108a 
KH 10S0 DATA 3F3F 3F3F0*0*ft*ft®ftOQ0ftIia*0'ft0ft 
ft0ft00000000049000 0B 8*06 AC 0FB705BZ 00 B3A1 
ACOSftJftODftDft8*8*8*8*88888*8*8*,2563 
KK 1090 DATA 0000000800000000000000000000 
0O003F3F3F3F3F3F3F3F3F3F3F3F3F 3FJF3F3F 
JF3F3F0*0*0808*0®0*000*0**®Oftft,1768 
17 1108 DATA 080000000900000BO00000000030 

353223ZSZ1J3Z53300000000*0*00000800000 
000000000000000000000000000000,3 90 
K T ill® OAT A FBElE 9F£**EFE680F3E3E9F3F3EF 
F2F3FFFF00ft0F3FFE9ECft0F0F5F3F4fl0E4F5F3 j 
F4FBD6FDFF00BOE6F5EEE7E9E3E9E 4,9537 
UB 1120 DATA F50OFBD6FDFFFFFFFFFF08O0F3EC 
F 5E700F0E5ECECE5F4F 300FBI>6Fl>FFFF000eE6 
E5F2F4E 9ECE9F3E5F200FBD6FDFFFF,9051 
DO 113ft DATA FFFF8B8ftF7ElF4E5FZE9EEE70®EJ 
E1EEF FFFFFFFFF FF8000F3CB ESt4F3fl0FBBBFD 
FFFFFFFFFFFFFFFFFF0®®®E3FFEOFO,9747 
GJ 1140 DATA EFF3F4 00FB86FDFFT FF FFFFFFFFF 
ftft8&F®ECEiEEF4ftBF&EFF4F38®FBD6FDFFFFfF 
FFO0O0E9EEF3E5E3F4O0F3F0FZE1F9 ( 9729 
KH 1 i 5ft 0ATA FF FFFFFFFFFF0ft0ftEZF5F4F4E5FZ 
E6ECF900EEE5F4FFFFFFFFFF OBOOE 5F8E9F4ftft ; 
E6F2EFEO0ftF3EeEFFftFFFFFFFFOE00,9551 
ME 1100 DATA 1A1A1A1A1AlAiAlAlA1A1A1A1A1A 
J A 1 A 1A 1 A 1A I A 1 A 1 Al A! A 1A 1 A 1A 1A 1 A I A 01 1A i A 
ltitA1AtA811AiAtA0®00000BO0000ft,1016 
AH 1170 DATA 000002000000*0*00842081A1A1A 
1A1A1A1A1A1A1A1A011A1A1A1A1A1A011A1A1A 
1A1A1A011A1A011A1A011A1A1A1A1A,103J 
TU 1100 DATA lAQllAlAlA000fl0fl000000000®lA 
011AlAlAlAlAlA011AlAlAlAialAeiiAlrt*llA 
1Aft 00 000000080lAftlLAiAlAlA LAIA,734 
HP 119ft DATA BilAiABilAiAlAlAlALAOllAlAGl 
1A1A1A1A1A1AS11A004Z00000600000*00001A 
ftL 1 A 1 AtAlAtA1 AOHAlA811A1A 1A 1 A,854 
KB 120* DATA 101AftllOlA011A1A1A1A1A1AO11A 
lA011AlOlAlAlAlAlA011A011AlOlOlAlOlOftl 
1O1A01100000000000000006000010,700 
BO 1210 DATA lAlASllABllAlAlOlAlAlAlOlOlA 
1Aft11A811A1A1080808002801OF4E9E0E51A08 
D01A011A1A1A1A1A1A011A011A1O1A,2276 
VH 1220 DATA 101AIOIALALALAftllALAiAlALA1A 
011 A0HA1A1A1A1 A1O1A0110 1080008000001 A 
0*00000000080000000000001A1A1A,7*6 
GF 123* DATA 10101AlAlA1AB11AlAlOlAlfllAlA 
1A1A01101A1A1A1AC3C4100080*0008000*0*0 
flBOBOB4ZOB0®1AtA1A1A1A IA1 AO 11A,1214 
RJ 1Z40 DATA 101A1A1A1A101A1A®11AlALA1A1A 
101A1A1ALA1A1A1AlAlA1AlAlAl0011010101 A 
10101000008080000000*000000000,066 
SM 1258 AO TO 000*8*0 010101010101010101010 
101010£Oiai00110iai01A101AlA65B61AlAlA 
laiAiAiAidiAiAiAiaiaiaiaiaiaia r 1334 
OU 1260 DATA OBOOOOF4E6E50OE7F2ESE5EEEflEF 
F5F3E5800«O«ft®ft*OBO0ft*ftBft08*ft*0000BB00 
00*0*08000*0*00000000*000*0000,3062 
AC 127ft DATA 008ft88ft8flfl0800*6008*6*0860OB 
eooooooeoooeBoeoeoBOBoeoBOOftOftftftftftftftFF 
O0FF0*FF0*FF00FF*0FF00FF*0FFO*,2040 
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0K lb OF H 

P& 20 DIH LINESC961 . 03 Cfll921 !L INE=990:CNT 
--48iTRAP 106; G05UEJ 20® 

LM 30 4£ 03 ="*"“ ; A$ C819Z) ='*B" : A? CZ3 ^A$ 

HU 48 l !NE~LINE + LB;CHT=CHT+48 :READ LIMES, 
CHK5UH:? LIHE "JLINE 

IH 58 CHK-M50C1536,AOD(LIHES),ADR(0534CHT 

I 

81 68 G06UB 3 00 : (>0 III 48 

VH 100 IF PEEKC1953<>6 THEM ? "ERROR ";PE 
EKC1953 JCHR5 C2 533 ; END 
AL 1.10 ? ■■ rniliTrgf i raYl " : T ROP 10® 

Rk 128 ? t D 3 ISK OR ( T> OPE'*; GP&UB IBB ! IF 

K-68 THEM 148 

OK 138 ? “READV CASSETTE AMD PRESS RETURN 

II ! OPEN ttl , ft , (,2ft , **C ; j GOTO 168 

KU 148 7 “READV DISK AMO PRESS RETURN 1 " : GO 
SU8 180;IF K<>15S THEN 148 
FH 150 OPEN Bi, 9,0,'-0 ! GREEMFIH.OB J 1 ' 

MD 160 ? UljaS Cl,56373 ! CLOSE ttl: END 
ZH 16 * CLOSE ttl: OPEN ttl, 4 , O, i * h : GE T itl,K 

: CLOSE ttl: RETURN 

HQ 788 FOR A—1536 TO 165ft:READ DlPOKF A,D 
:HEKT a:RETURN 

IM 21ft DflTO 216,184,184,133,284,104,133,2 
03,104,133,2 06,104,133,285, 16 9,6,141,1 
27,6,141 

IZ 22® DATA 12*,6,150,255,14ft,125,6,14B, 1 

26,6,173,126,5,2ft1,47,708,11,173,127,6 

OG 2 3 B DATA 133,212,173,120,6,133, 213, 96, 

172,125,6,2*0,14ft,125,6,177,203.32,111 

* 

, 6 

IS 24* DATA 10,18,18,10,141,123,6,172,125 
,6,2*8,14*,125,6,177,263,32,111,6,24 
ZH 25* DATA 1*9,123,6,172,126,6,2*8,148,1 
26 H 6,145,2*5,24,189,127,6,141,127,6,17 
3 

HV 268 DATA 12ft , 6,105 , ft , 141,1 26,6,76 , 3* , 6 
,96,201,58,144,4,56,233,55,96,56,233,4 
8,96 

VL 3*0 DLNE=PEEK tl04J*2S6 + PECIf C 1631 
RV 31® IF LINEODLNE THEN ? "[fCR *’;STR5( 
lxneij** KU£M:feRJ l4 :EfiD 
QZ 32* IF CHKSUMOCHK THEN ? 1 'l l'l:W:l TN DA 
TA OT LIHE ";5TR$CLIHE1SEND 
ZF 33* RETURN 

HE 1008 DATA 082C88202720090B8D2F02093CSD 
8 2D 309**0 DE 78 28501 A ®3ft8DE8 02 85 OF 09 2805 
*0092**5*818604 C5534ft0ft0ft*8ft8*,3557 
DI 101* DATA 0*000*0**8*08*8081018101*181 
8181183C3C3C3C3C18*03F7FFF7F407*4A7ft*0 
C*E4C24FC244C0ft8112141F9412ill,*106 
fm 1*28 DATA F£FFFF85*50Sft5FFFFaiFF4Z4Z42 
427EFFFFFF 7E7E7F7E71000080000*0*0000*0 
0808666*3818*008*B*B6E6C3818*8,4151 
UN IftJ* DATA ®0**ftBft81Cl€lt»fllC3E7F77777F 
JE1C*0102*4*FC40281000*0*0*849201CftSftft 
ft**83536«0*8*8ft®ft**ft143E362A00,1765 
NR 104ft DATA 0*00*0*0*0*8*80608***0*81480 
*88oee00i4 0s«soneB*e**eeoo4*c*F*FF.7F0a 
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GREEN FINGERS 


Hft 1ZBO DATA FF00FF0O0OeeflftBa0O0O00eai>a®B 
0000000 OO000O0O 0000 000O0®0®0®0®00 00000 
000600000000000000000000000000* 510 
KP 1290 DATA 00IJ0II000O0000 O0000 00000000 

0 00 0FF0 0FF 0t! FF00FF0 0F FO0F F0 OFFOOF F P0FF 
00 FF 1*0 000000 00 00 OraoeBaflGBOOB 0« * 2^5® 

ZF 1300 DATA 0 00 O000O0000 D0O00G0 00 00 00*000 


0OO0(3OO000000000OO000®®000®0®O , 0 
OF 1318 DATA FF 00 FF 0 OFF 00 Fr 00 FF 00 FfOftFFDB 
FF0OFF00FF00000000000®000000®OO0®0®0®0 
000000000000000000000000000000,ZS50 
ZP 1320 DATA A0000000000OOt|00000000000O»0 
00000600000 000000000000000000000006 OFF 
00FF00FF00FF00FF00FF00FF00FFO0,Z040 
UH 1330 DATA FF0OFF6000O000009000000000 

0000000000000000000000000000000000000® 
00000 0 0 0000 00 rtOOOOOOt* 00BPHD0D0,113 4 
UE 1340 DATA DODODO00DODODODO0000060O0000 
00B0ES2E?33063I3&3Z6732b643300F4E9EDE5 
0 0D0D0F0257 0ZF 6f2S6±256C3575Z3,5 091 
JE 1350 DATA 06F3E3EEF20060O0E93472346D25 

6E3275ZE732980E8E9E7E800D0DOF4006I337® 
240034672774336000000000000000,4608 
AC 1360 DATA FFFFFFFFFFFFFFFF®080042849®8 

901BOZO0OD00E09DO0300DO0E19O0039E0D0F1 
AZ00BO3O2O9&003BES1OF7A200BDC6,6112 
OD 1378 DATA 269D003BEBEBi8D0F5A93BB&F40 2 

600270707646003A060606060B0606060606B6 

0 60606 06 06 06 06 060606060641002 7, 2880 
ML 13*0 DATA A9008D2FB22OD026A2O08A9D003A 
9D0038E6DBF7ZO6A27A93BBD07D4A902BD1DD0 
A900A20D9DFFCFCAD0FAA9010D6FO2,5413 
00 1390 DATA A9000DG8DZA90380OFD2A9BO8030 
OZA9278O3102A93ABD2F0260A900AA9DO03C9D 
003D9D0O3E9D&03FE8D0F160A900BD,4639 

UH 1400 DATA 0C06A9D0BDAA268DAB26A9BZDDC6 

024CAO27AC60063BEDOC069012ADO0O6SD0CO6 
ADAS218DAA26ADA6218DA826020166,4625 
YO 1410 DATA 8SA9D99O4DZ19O10249DBZ26A9&0 
9OA5219D96Z6CA10EAE886138614BEOO0&8EO1 
068EOB06602O6A27A920800427A921,4755 
UA 1420 DATA 800527A2B78DZ3289DC002CA10F7 
CA8EO3O6A900BD05O6ACOia6FB24EEA621EE97 
26EE00OBADA621C9DAD00EA9DO0&A6,5 368 
ZE 1438 DATA ZI80972&EEA5Z1EE96268BDODF0C 
01 06 4C68 28000000OOQA4C3 6SA0O | AOB40 2 D04G 
AD0496O0O8A901SDO5O64C4628AE0Z,4292 
H0 144B DATA 06EOO5F0389D0&®6EE02®6A9ftB8D 
01D28D00D2A914BD1C82AD1OOZC0F0SD01DZBD 
0002AD8402F0F6AEG306A900900022,5052 
QM 1458 DATA 800406A90EBDfE22ft9FE0Q03066® 
AD0205C905F0OBftD78O2C90EF805C90OF02060 
AEO30 6E02 2F0F8A90 09O0O22BA38E9 <5123 
CC 1460 DATA 14600306AAA90E9D002ZEE84064C 

CC26AEO3O6E0FEF0D9A9009&00228A1O6914SD 
0306AAA9BE9D0022CEO406A9i48DlC,4315 
HV 147G DATA OZ ftD J.C02D0FB60 AO000&DO40' A513 
CSH0D63AE5BBE6B8FACE4E21CE1124CE83Z6AD 
4EZ1C9CFD014A9D9BD4E21SD11246D,59S9 

UC 1480 DATA 8326CE4D21CE1«24CE8226AO4021 

C9OBD00AAO4E21C9DODO038D0B0660206A27A9 
0B8C04Z7A9Z3BD05 2 7A2O7BDF B2 09D, 48 91 
U0 1490 DATA 283DBDF8ZB9O263EBDB2Z99OCO02 
CA1BE6A936B&01DOA94O6D0200ADOSO6C903F0 
0£A9C885e0A930BS818D00D04O5B79,5588 
BW 1500 DATA A99SB58®A9Cfl8581BD00O0A0®0@G 
0S06A6BOB7EO2O9O003CESC8CB00O0F4208AZ9 
&00E3A3A00B6BAFB34A204AO0OD229,5758 

BG 1510 DATA 0F9D0E0&CA10F5A980ft5694CBAZ9 


A514 Z900C509D04 14 98885B-9 A Z04FE0EO6BDOE 

06290F9DOE06CA1BT2AE0E06BOE829,5099 

ftK 15Z0 DATA GD3Z23AEOF06BDE8290D3923AE10 

06BDFBZ90DA7Z3AE1106BDE 87 98D0B2 4AE1206 
BDEB29BD7424604Z4282CZBZ4242B2,4*5B 
OA 1530 DATA C2CZB24ZB2C2CZB2AD7OS2C90FF0 

iAA2788E00D2AZ248E01OZO90EF015C90&F024 
C90BF033C907FO4 DA90 08DO0D 2 8&0 i,5850 
RB 1540 DATA D26B20A62A209B2ftAO®4&0Z901F0 

F220B62A4P812AZ0B62A209BZAADO4D0Z901F0 
DFZ®A62A4eB12A20C62AA5BlC92ED0,511B 
JU 1550 DATA 05A901BD0506ZO9B2AAD04D02901 
F0C120CF2A4O81ZA20CF2AA5B1C9CAO0O5A9O3 
BD05O6209B2AADO4D02901F0A320C6,4796 
Ffl 1560 DATA ZAA9088D1C02AD1C028000028D«1 
C 2D OF5BD00D28D01D28D1E&06OA901BD1002AD 
1C0ZDOFB60A200BD013C9D003CE8E®,5111 
R0 1570 DATA FF DOF5C&IJ06O A2 FF CABD803C 9D 81 

ICE000D0F5E68060A6B1CA8661BE00O060A6B1 
EBB6BlBEO‘0D06 0ADOi4D02 90BF066AD, 7026 
JV 1580 DATA 0AD2297FDO5FA9AB8DO1D2A006A2 
3C8E00D2209BZACACAEO26O0F4A2288EO0O2Z0 
9B2AE0EBE03ED0F48SD0EI8C01DZBC,6512 
IS 1590 DATA 00DZZ0492BBD1ED0A94005B18D00 

&0A930&5B8A9G08DC0OZ206BZ9A5131869O4aD 

OP0620D72820412DAD0DO6CS13D0F 3 >4604 
KB 16®0 DATA A90E8DCO0Z8&1EDO6OA900AA9D0O 

3CE0O0FA60O90flAA9DF4Z49D94Z59&?006EBE0 
A0DOFZAZ00A9FF9D30259D80Z59DD0,6229 
OV 1610 DATA 259D2026E8EflEel4D0EEA201A9DO 
9D5C26A9009D1306E8E0OCO0F1600900850885 

BCAA9D4826EBE0OCOOF86020492B2B,6056 

HH 1620 DATA 8C2BA9CF&O482685BC60A5BCF040 
ADC106&0IBAD78B2C90ED086208CZB4C3A2CC9 
0BFB05C907F00E60A6BBF021A9009D,5607 

MH 1630 DATA 43Z6CA4CE2Z&A6BBEO0BF012A9O0 

9D4B26E886BBA9CF9D4826O9OA8DC10B60ASBC 

F0FBADB402D0F5A6BBD00flA9038O0S,624Z 

DC 1640 DATA 064C8CZBA9FFBDC0868D1306FBE0 

E001F0l3E006F00FEO0BF0OBOE13e6DE5C36A9 

O68DQ00686BA20BC28A94F A&BA904&,5638 
M|_ 1650 DATA 26203 A2CADB4 82 F ®FB60A9A®8580 
A93085BlBD80O0A00084©CA6if0B9B'020 9DO03C 
EBC8CBO8O0F460OBO0B906O6F 013AA,5978 

UF 166® DATA BO1306C909FO06FE1306FE5C26CB 

CO0SD0E8A90O8&®2B6AA9O0606EBEO05&0F860 
ft20 0&D4826C 94 F D0®BA94 0904 0264C,53 73 

MC 1670 DATA 9B2CC940DBO5A94F9D48Z6ESE00C 
D0E36O206A27A9E0BD04Z7A924BD05Z7A207BD 
CBZC9DC0O2CA10F72OS8ZCZ09QZBft9 J 53 20 
YL 168® DATA 0®8D05068O1ED0EAEAEA60OE BOBO 
0OBft4C36BOA90538E5BF9®07A9Z485C14CE52C 
ft9Z585CIA6BFBDEDZC8GC060F4F6F8,5996 

TZ 1690 DATA FAFCFE00®204064446484A4C4E5B 
5254569496989ft9C9EA8AZA4 A6E4E6E8EAECEE 
F0r2F4F6d6BE®OZ00&AAOD34ZDA8OD,6875 
IP 1700 DATA 27ZD3IC0O&BF60B0474B000eO90ft 

060AOB8COD5B0O3C3C281428282B14140O0OZ8 
A513CD1F06D07D1B69O40D1FB6A900,3059 

MT 1710 DATA S50Fft6BFO9®338FDZB86B061BD9® 
06 DO 2E8D 2006C9OBF®55FE2®062OD 3 2C2015ZD 
OD4806Z9®3F014DE4a06BD4OO62903,*697 
TO 172® DATA D00AA9O29D9B06A9089070064080 
2OC903DBZ7A90O9D9O 06A90C9D 2®O&20D 3 20 20 
l5ZDA9G0ftiB0>091C0A01491C0Z0AZ3Z,4509 
EK 173® DATA A6BFft9OZ902®®640BD2DFE9806E6 
BFA6BFE0Z8DG8F5OAS142907DO2OA90085BFA6 
6f®D9806F01i20D3ZCAO000±C049C0,5965 
AH 174® DATA 91CBftBl4B1C0494091C0A028B1C0 

494e9lC®E6BFEeE02BD®D960A6BFA9O#9D7®®6 
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GREEN FINGERS 


9D3aG6 20D3 2CA0ftClBl CO0?80Z?BF31 , 6 287 
HD 1750 DATA C0Aftl401CB230F91C06828B1C029 
Br3iC060ASftCDBZ7AD7802C30FF020C30EF020 
C306FO1 ?C?O7FfllflC505FfllfiC90Br 0, 620 7 
0U 1760 DATA ncm^rtliaC'SBHffllDC^flfHIhfcH 
280O2E 4€6 92E4C862EZ0082E4C7Z2E2a7r2E4C 
722EZ0632E4C7F2EA5B0C3Z8F0DE4G, 46 91 
tlC 1770 DATA A6ZAA5BOC9A4D004Z03CZB684CB6 
ZAA5BlC?2CF0Ca4£C62AA£01C3CAE0BF4CCF2a 
flSDlB5C2*600»5C34CA42E A5BI85C.Z, G1J92 
m 1700 DATA A5B285C3ASC238E9284A4A4A4BB5 
HDA5G33ftt 9204A40404A4A85BEB6BEA5BE0A0A 
186SBE18650DG5QF60AD84820044AS,5727 
5U 1796 DATA BCDB48A5BAFB3C2B912EA6BFA5BA 
C90lF0J2C302Fe2FC9a3F02CC904F03BC905FO 
36C90&F03CC307F05FC9Oaf073C9O3,6329 
HU 1800 DATA DOG34«86ZFC90AD8034C942FC3BB 
D0B34CftS2F606060BD20060OFS4CE12FBD2B06 
C901D0EE4CE12F8O2O06C502DBE44C ,5159 
MH 1810 BATA t12FA38238fD?006ftftp9BD430609 
0 3 9O480GBO 7006 0908B00620TA2D4COE2FBB2 0 
06G9tt3D0BD4CE12F»D9B06D0B5A907,5107 
OH 18Z0 DATA 38FDZ0B6S0ADeD20063BE90BB0A5 
4CE12FBD4806G9809D48ft6BD70B6C9O3POB3Z0 
FA2D4OCD2FBD7006C904D00620FO2D,4981 
KF 1830 DATA 4C CD 2F 60BP 70 06 C9 01 F 0 0 7 C3 02 F B 
034GCD2F20FA2D4CCD2FBD2006C908D0E4EE01 
O62eD3 2CA9ft0A0 9lC0A014 91C0A02B p 54 07 
EG 1840 DATA 9 1 .CO09823D200620A?324CDE2FAD 
C00630eCCEC0OGD007A90085BA208C2S4C342£ 
FE200620D3ZCZ015ZO4CCD2FA5C5D0,4797 
tlU 1850 DATA 3705 1 4C38OD03J AD HAD 2 29 OC DO 20 
OD0AD2230385C5C9O1F0Z0C302F01CC903FO23 
A 90405C5A005OD0AD2291F6906ftSBF,5280 
NN I860 DATA ZB 31 3 18 8D 0F 18 4C560038 08 5D 303 
000502406430AO0AD22907AABD4C3085O2DD54 
30S5030D5C30a5C44C64304ft6O80b0,5011 
AH 1870 DATA 40 60 80 A8 2E 2 E 2 E 2EC 8C 8C 0C 88101 
B1B1FFFFFFFFAD0527C924D012A32065C1A5C5 
C 901F 0 090902 FB13 C 3 83F O 2 36 BA 514,5710 
PO 1000 DATA 2304D807O98085C04C8530A3CO05 
C04CB5 30A51429OZD0O7A9CII85G04CB530A9D0 
85CB4CB530A5C41007A9O885C04CB5,6034 
HM 1830 DATA 3 ft A 9E 38SC 006 C5 BD D130 BD Cl 02 AG 
B38D01DAA000A6B2B1C09D0O3DE8G8CO08DOF5 
6ftlEO800A5C5F0ftCC9OiF0OCC3O2F8,6426 
PP 1900 DATA 05C303F03i6O2eE93OAD0ADZ2902 
1863FF1A65B2 C9 28F0O6C9A6F0OZ85BZAD0AD 2 
290Z1863FF1865B3C9ZCFO57C9CAF0,5776 
3F 1310 DATA 5385B34CZB31A5142362F00FA5ft3 
1865 C 4C 9 2C F 0 3F C 9CAF 030 85 B 3 Z6 64 3 0 ZO 9CZL 
O6BFBD200638E9O5901ABD9806DO15,5311 
MH 1920 DATA A5C5C3S3&0BSBD48063BOAA5C59D 
7&ft6A9O19P980b60AD0CD02302FAlSFAA5C5C5 
8ADOBEA90085C5AD0527C924D0034C,5460 
MH 1330 DATA 483460A9BOAA9D003DE8O0FA0D1E 
D0bOA5C6DnZ0ADQAD2D01BAD0AD22 90 785C7AD 
0OD229O33O65C7G5C7AABD13O6D005,5668 
UJ 1940 DATA A30085C76OAD0527C924F0O7DE13 
06DE5C2660BD130638E980800000080200003D 
083FEOD0FAB900EO9D663FC8E8E0O8,5557 
HP 1950 DATA DHF4A5C70AOAOA18693005C0A3FF 
85C98 5B5B5C€AOC70 2JiDC3 07*9ftE8DC2O26 0A5 
C6T 0FBA58038E3909015A5C 7F63AA9,6711 
HH I960 DATA 0 1 85C9A2008A9DD8JFE8E0O8D0F8 
Q5C?A5C91825C68 5A5B50D0ZDBC5C&f-ft40A?Bfli 
A5B52302F006BD00214C301ZOD0821,5910 
HH 1370 DATA 9DDO3EEOEO0OD0E960E6B5A5B5SD 
0 2D08D03D0O5C 6A200A58 52 30ZF 0O6BDId?14C 
6b32BD18Z19DO0 3EEO EO0aD0E 960AO,6 2 36 


OM 1960 DATA 0402C4CABD00JE9BB1JEE08OD0F5 
2 09B2 Oa8D0E:DA5C88D03DOO6C7DE5C26D£13O6 
A0O4A2008DO13E9Dft03EODO13F9D00,5762 
DU 1930 DATA 3FEOFOC4DOEFZ03B2A88DBE784C7 
C684C96eO30185CE60A30505Cr6ftO9ft086CAAA 
9DO0D2E8EeBaD0F86020AC32A3FOaD 1 7012 
GC 2000 DATA ICOZODICOZDOrU2B6A27A9D0DD04 
27093A8DB52 7AZOOBD1C3 39D503ABD303I9&8C 
3AOD4433 9D 30 3RE 8E014D0£ 9AZ B0BD,4938 
EM 2010 DATA 9126301E3BBDA5263D3236EOE007 
DftEFAD840ZD0rB20342CA3OB854D85GD0DlF06 
030165CA209227285328600000O027,4801 
UH 2020 DATA 3Z25252E0O26292E272532330OO0 
UftO0AZ83O0A2A9ACAC8eASAlACD3AlACACO091 
999836707265737300627E74746F 6E r 4 76ft 
SK 2030 DATA Oft746FOB7B6C6173A6CEF0178EO0 
D2SEO1D2E886CEE0O8D00AA9008D00D28DO1D2 
85CEA6CFF019C6CFDOBBA90O8D0OD2,6020 
<3P 2048 DATA 8D01 D24C903 30 92 88 D0 0D ZA 3 0680 
BiD2ADClB6F0ft3CEClft6A5CAF018AD1 FD0C983 
DOB7090ft85CA4CB73305CBF0190901,6083 
HE 2050 DATA F005C6CO4CF633AZ0B803D02D2E8 
E0O6D0F8O5CB4CF633A6CD18ftD02348D0ZD269 
HL8D04D20A8DB6D?09OZ8ftO3DZ8PO5,5365 
Ztt 206O DATA DZ8D07DZE8EB2FD002A20fta6CDAD 
OZ263aE9CE0Aa5CB4C62£4AO58A233A3O74C5C 
E460S5515155556060605551405551,5596 
75 2870 DATA 6060555151555560606055514055 
516051404040403C4048555145484840485155 
020 OB D 20O6C 9030 B0&A90O3D7O069D,4024 
OV 2080 DATA 3806E8EBZ8D0EC60ADBCD02902F ft 
0 32ftA2 3 74C73 312O2@2 720 7D272ftF 933 20BA37 
2 07 22 C20D62 7A9O08D6ODZ8D0ID ZA9,4772 
KF 2090 DATA ft10D1CO2207E20202C20AD05O6D0 
lC?OED2FZOD5302ftD728BDB6B6DOD120B031ZB 
41ZDAD1C02DOF B4C6F34 201D2 98D1E , 33 34 
M7 Z10O DATA DBA9B1BD1CO2Z09EZ3Z0D7Z8Z0FB 
29AD0506C901F0AEC903FB1F2OD82A2OD728AD 
OBO6D06ZZ080312 0ED2F2BD53 02D41, 46 51 
BG 2110 DATA 2DAD1C02DBFB4CA134fOAi2CA9O0 
8D08D 2SD0ID 2A 981QDlCO 22 00A2B2BEF26AD05 
06DOA72OD728AD OB O6D0 Z3Z0 61ZC20,4527 
YG 2120 DATA 41ZD202Z2E2BCA2E20Q62020ED2F 
Z0D530205631290031ZBF031203134AD1CB2DO 
FB654D4CE4344C5F3436ADi236A0Bl,4310 
EP 2130 DATA 43CAEBFFDBF880383660AD3636BA 
0ABD25X6A900ZA6D2&36 BE 2S362E2636AD7 53 6 
OD39361O69198D2336AD2636690OBD,4B5S 
VC 2140 DATA 24366009188D2336A9O08D2436AD 
3436CD2336DO03AD3536CD2436D00160AD2336 
SD3436AD24368D3 536A54 38D04O3AS,4244 
KA 2158 DATA 44BDB5B3AD1635AEZ336AC243610 
4CE 3356DZB3&186545B54 5 90O2E 646AD2B 36 £ 8 
&D2E3 6SD2 E369B0BEE2F36D0B3EE 38,4215 
5G 2160 DATA 36ADZE368D3136AD2F368D3236AD 
3O368D333638AD2836ED2B366D2836O0O3CE23 
36&88COB038E0A038D81ft3A9528DB2,3327 
LY 2170 DATA 032B53E4AD03B330010000080000 
00000008000000000008000000000000000000 
800000000 00O0BBO800000000080OB,5 74 


MO 

10 

REM LOAD AND BUB ROUTINE 

FOR GREER FIH5ER3 

JG 

26 

OPEN ttl ,4,B, 4 *D £ CREEHFIN * OBJ 1 * 

or 

3ft 

POKE 05ft,7;PflKF 852,ft:P0KF fl53,32:P 


0KC 

856,255+P8KE 857,255 

5H 

40 

K = 05R (ADR C"h66ul , 161 

BO 

50 

CL05E ttl EK-U5R T82321 

• 
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TYPO 3 


NOW RESET PROOF! 


here is an amended version of our TYPO 3 program which we recom¬ 
mend that ell readers use when typing in programs, This version is fully 
compatible wllh earlier versions but Is now Reset proof so that if you 
press I he System Reset key you will noi loose the TYPO facility. 

If you have already typed In TYPO the changes are shown in the panel 
below and can simply be added to your original program. 


WHAT TYPO IS ALL ABOUT 

The program listings in MEW ATARI USER are prepared carefully to 
ensure that they can be typed in as easily as possible. Before lyping any 
listings ensure th&l you are la miliar with the use of the Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. The 
listings are prepared lo match exactly what you see on screen. By using 
TYPO 3 you can ensure that you type in the programs EXACTLY as they 
are primed. Remember, a single typing mistake may mean a program will 
not run. 

WHAT ARE THOSE CODES? 

Each line of a program printed In NEW ATARI USER begins with a 
special iwo letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO lb check that you have typed each line 
correctly IF YOU HAVE MOT ALREADY TYPED IN THE TYPO 3 LISTING 
PLEASE DO SO NOW. The program can be used as you type m each line 
ol a program or to check an already typed program. The code for each 
line will match but If you have problems check the control characters 
shown in your manual, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check whether a line has been 
missed so if the TYPO codes match and you still have problems in 
running s listing count the lines in the program and ensure none are 
missing. H the TYPO codes match, there are no missing lines and the 
program still does not run, LIST it to cassette or disk using LIST “Cf or 
LIST"DdItename - ', switch off the computer, re-bool and then ENTER the 
program using ENTER ’C: H or ENTER "^filename". Save this version In 
the normal way. 

HOW TO USE TYPO 3 

1. Type In the listing carefully for although you can use TYPO 3 to 
cheek itsell (see 6 below) It may n-ot work if you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program. 

3. Each time you went lo lype in a program listing RUN TYPO 3 first. 
The program will install a machine code routine In memory and 
then delete itself, Now type In a line as shown in the magazine 
excluding the first Iwc letter code and press RETURN. 

4. A two letter code will appear at the lop left ol your screen. Iff this 
code matches the one in the magazine carry on and lype the next 
line. Mote, the code will not match if you use abbreviations. H you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN. The code should now 
match. 

5. If the code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat II necessary until the codes 
match. 

6. To check a ilne you have already lyped LIST the line, place the 
cursor on that line and press RETURN. 

7. When you have finished a listing Just SAVE or CSAVE ft in the 
normal way. 

You can type in a. program withoul using TYPO 3 and then check It 
by SAVEing or CSAVEing a copy of the program, running TYPO 3 and 
then LQADing or CLOADing your program and proceeding as In Step 
& above. 

Always SAVE or CSAVE a program before running It and always use 
TYPO before telling us that a program will not run. 


HOW TO TYPE IN THE LISTINGS 
AND GET THEM RIGHT FIRST TIME! 

OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 


£1 

1 REM 


OL 

2 REM 

* TYPO III bp Alec Benson " 



-H 

June 1905 * 

SR 

3 REM 

* A 

prriofrtijdpf' for an i CC and * 



w 

RAGE 6 based on TYPO It * 



* published by ANT TG magazine * 

PZ 

4 RtM 

w 

updated June 1990 * 



it to include RESET handler * 



« 

Update byrttaphaet Espino * 

up 

5 RtM 

H 

for NEW ATARI USER * 



tHHOtw x-H-w-Mat-w-M xw w mmmm *.»**#*«* #■*** 

NO 

9 REM 



5G 

toe GRAPHICS 0 

HG 

110 FUR 1= 

1536 TO 179i:REA D ArCK-CK + A: 


POKF 

1 , A £ next I 

PU 

120 IF CKO307&5 THEN ? '"ERROR IN DATA 


5 T ft MF NTS 

- CHECK TYPING":END 

ND 

130 O 

-USR 1153b? 1P0KE 9,3:P0KE 2 ( HPOKE 


3,6 



HL 

14 0 ? 

; ? 1 

TYPO III TS UP AND RUNNING": 


ME N 



Mft 

lflOO 

ORTA 

104,16D,0,105,26*3,201*69 

HG 

1010 

DATA 

2 40 r 6,20 0,20 0,2 60,192, 3b,20 6 

(IB 

1020 

DATA 

24 2 ,96,20H,169,79,163,26,3 

RK 

10 3 0 

DATA 

2 00,169 , 6, 153,2 6,3*102 ? A 

PR 

1040 

DATA 

IBS,0,229,157,79,6,232,224 

TO 

1 050 

DATA 

15,200,245,169,93,141,03,6 

KC 

I06O 

data 

169,6,141,04,6,173,4,22ft 

Ell 

107 0 

DATA 

105,0,141,95,6,173,5,22B 

B K 

1000 

DATA 

105,0,141,96,6,163,0,162 

K* 

1090 

DAI A 

3,149,203,202,16,251,96.0 

ZB 

1100 

DATA 

0,0,0,0,0,0,0,0 

Lb 

1110 

DATA 

0,0,0,0,0,0,32,94 

JM 

1120 

DATA 

6,0,72,201,155,240,56,230 

TU 

1130 

DA f A 

203,133,209,13ft,72,169,O , 1 S3 

T W 

1140 

DATA 

200,162,0,10,36,200,6,209 

NF 

115 0 

DATA 

144,7,24,101,203,144,2,230 

RL 

1160 

DATA 

208,202,20B.239,133,207,24,1 


65 



TM 

1170 

DATA 

204,101,207,133,204,165,205, 


101 



OH 

1100 

DATA 

208,133,205,165,206,105,0,13 

XH 

3 

1 190 

DATA 

206,104,170,104*40,96,130,72 

HR 

1200 

DATA 

152,72,162,0,134,207,134,200 

OF 

1210 

DATA 

160,24,t,204,30,205,38,206 

EO 

1220 

DATA 

3ft,207,30,200,56,165,207,233 

r m 

1230 

DATA 

164,170,165,200,233,2,144,4 

5K 

1240 

DATA 

134,207,133,206,136,208,227, 


162 



ce 

125* 

DATA 

8,165,207,133,204,165,200,6 

XH 

1260 

DATA 

204,42*201,26,144,4,213,26 

HO 

1270 

DATA 

230,204,262* 20 8,24 2,133,2 05. 


169 



BC 

1200 

DATA 

12 6,14 5,8B,200,19 2,40,20B, 24 

HU 

9 

1290 

DATA 

165,204.105,160,160,3,145*80 

on 

1300 

DATA 

16 5,205,24 * ±05, A&1* 200, i*5,8 

HO 

0 

1310 

DATA 

32,69,b,104,160,7€,153,6 


TYPO 3 - THE CHANGES 

If you have typed in our earlier version of TYPO 3 you 
can simply amend your program by changing line 130 
which is the only line changed in the program. Just load 
in your program, type line 130 as listed above {it will 
overwrite your existing line) and resave the program. 
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OFFERS 

NOW AVAILABLE 
FOR THE ST' 


FLY YOUR ATARI WITH - 

FLIGHT 
SIMULATOR II 


Treat yourself to the flight of a lifetime with our offer of a 
FREE BOOK with every copy of FLIGHT SIMULATOR II 

For just £34.95 (recommended price of FS2) we’ll send you the 
program and a FREE BOOK worth at least £12.95 to help you 
enjoy your flying even more 

Every purchaser will receive a FREE copy of LEARNING TO FLY*, 
the book that teaches you how to get the most from FS2 

‘Ye reserve the r git in substitute another F&2 related book or similar value in the avert ad this beak being said out 

SCENERY DISKS 


A number of scenery disks are available to enhance the basic program. Just choose where you want to go: 

Scenery Disk 1 - Dallas, Houston, Scenery Disk 2 - Phoenix, El Paso, Scenery Disk 3 - Las Vegas, 
Los Angeles, Scenery Disk 4 - Seattle and the Great Falls, Scenery Disk 5 - Denver, Salt Lake 
City, Scenery Disk G - Omaha, Kansas, Scenery Disk 7 - Washington, Miami, Scenery Disk 9 - 
Chicago, Cincinnatti, Scenery Disk 11 - Detroit, Lake Huron, San Fransisco Star Disk, Japan, 
Western Europe, Hawaii - you can fly the world] See below tor availability. 



Please send me 


XL/XE 

ST 

Flight Simulator II 
(with FREE BOOK) 

£34.95 

□ 

□ 

Scenery Disk 1 

£12.95 

□ 


Scenery Disk 2 

El 2.95 

□ 


Scenery Disk 3 

£12.95 

□ 


Scenery Disk 4 

£12.95 

□ 


Scenery Disk 5 

£12.95 

□ 


Scenery Disk 6 

£12,95 

□ 


Scenery Disk 7 

£14.95 

□ 

□ 

Scenery Disk 9 

£14.95 


□ 

Scenery Disk 11 

£14.95 

□ 

□ 

San Fransisco 

£14,95 

□ 


Japan 

£14.95 

□ 

□ 

Western Europe 

£14.95 


□ 

Hawaii 

£14.95 


□ 


Name 

Address 


Credit card 


El 2.95 I enclose cheque/P.O, for E 

El 2.95 

El 4 95 QJ | I authorise you to debit my credit card 

£14.95 | ] VISA ACCESS [~] EUROCARD ; MASTERCARD 

£14 95 

r=d — 1 My card number is: 

™T S H n □□□□! I I IJ □□□□□□□□ 

"I■ 1 d ■**»*•« □□□□ 

C14 - 95 □ Signature ... 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

orders accepted by telephone on 0785 213928 or by FAX on 0785 54355 























NO ENTRY! 

Program Protection For 8-Bit Atari’s by Phil Cardwell 


THE BREAK KEY 

In the Letters Column of issue 43, Oily Pope asked how lo 
disable the Break Key and System Kesri Key. The editor 
correctly pointed oui that to disable the Break key. all that has 
to tx: done is to 

POKE 16,64:PQKi!l 53774,64 

"Hiis must be done every time a GRAPHICS command is 
executed h but how about a routine that needs to be called only 
once, regardless of the number of times the GRAPIIICS mode 
is changed. Impossible, I hear some of you cry! Well It ran 
done, and fairly easily too. 

When the Break Key Is pressed the Atari executes an Interrupt 
by jumping through the address that is stored at BRKKY. 
locations 566 and 567, normally this Is $0032 in the XL/XE 
Operating System ROM. During this Interrupt, the computer 
stores a zero into four locations, thus doing the following: 

1. Ftrsily. BRKKEY at location 17 is cleared. When using 
BASIC this has the effect of stopping a program, Tty 
typing POKE 17.0 

2. SSF1AG, at location 767 is reset to zero lo remove any 
CTRL-1 keypress. 

3. ]die cursor is made visible, if it has l>een disabled, by 
clearing location 752. CRSINH. 

4. The ATRACT flag at location 77 is cleared, to rid any 
colour rotation. 

Listing 1 shows the Assembly Language program for this. To 
make the Break Key perform the above, but without stopping 
program execution, we simply remove the pail that I ells BASIC 
to slop ihi 1 program. Type in lasting 2, run the program and 
try pressing I he Break Key. The DATA statement contains a 12 
byte machine language program, that is fully relocatable but 
remember to put the lo and hi bytea of the stall address into 
locations 566 and 567. The only way out now, is via the 
emergency exit .... the System Kesri key. 

The Break Key can also be used, to a limited extent, as a 
function key. Listing 3 demonstrates this concept by swapping 
the text colour with the background colour. The more adven¬ 
turous may like to expand on the original routine, for example 
to remove all PMG's when a program is stopped, Instead of 
leaving frails of garbage all over the playfield 
A final point to note for Assembly Language programmers. 
After creating your routine and initialising BRKKY, every lime 
a BRK Instruction is encountered the program will jump io 
your routine. 

THE SYSTEM RESET KEY 

Now comes the difficult bit, lo imp the RESET key. well 
difficult in some respects. System Reset was designed to be the 
quick way out in case a section of your program went wrong. 


LBU 

i Pr#t C dVir e tor When The BREAK 

110 

;itey is pressed 


12# 

* 


130 

BBKKEY-Sll 


14# 

At RACT=S4P 


15fl 

CH5lhH-$02f0 


160 

55FLOG=S02FF 


17 n 

5 


100 

*=SC092 


15& 

# 


20# 

LOfl ItSOD 


210 

510 0BKKEY 

;St«P Program 

22 & 

5TA 55FLAG 

;No CT RL —i 

230 

510 CBSTHH 

;Turn Cursor oK 

240 

51 ft flTRflCT 

:Hp A TRACT node 

250 

PLA 


260 

Hi I 

;End Interrupt 


Listing I 



Listing 2 



Listing 3 


However, one of the functions of the Reset routine is lo check 
that any booted application Is performing normally, regard 
less of whether it was a disk or cassette boot During the bool 
process, three locations in memory are set to tell the Reset 
routine how to re initialise the application, Location 9, known 
as HOOT?, can contain one of four possible values: 
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eh i AFH HttiimtnitnuTim mm i mum. . . .. 

DP 2 Bf H it SIMPLE RESET KEY tHOI J n 

OD 3 ttLM tf by Phil (IWDll tt 

«E 4 HI H W MEM ATABT USFR - June 177e It 

ru s alm . . . m iii m i nii 

HI IB POKE ?, 3 : POKE Z,!)?1PUKt ,t r MUI t TRAP 
AB«B 

IC, 2D GRAPHICS IfliPOSITIOH B6i"prei 

s systex reset*" 

KU IB GO TO 30 
ftti IIHBH BUi 


Listing 4 


tit Ifl HEM n mm mwm w kh kkh w WNT HHraWN-H KMM H H M 
LM Z0 REM * SYSTEM RESET TRAP ROUTINE * 


UU S0 REM * —— -—■ ---* 

OH 40 REM * First published in PAGE & * 

tv 50 hem * Magazine issue nil, * 

YY f >0 REM « Author unknown. * 

DF 70 REM * HL/HE revision by » 

SR 00 REM * Phil Cardwell * 


AM 90 REM BHHHHHHHHHMHHHHWHHHHHHMHWBMHW 
OM 100 REM 

UH 1.10 OXM R$ (571;FOR A = 1 TO 57 [REAR B:Rf 
[ fi j b) -CKB& (El INERT A 

AA 120 (R$> ; tf = lHT (I/256J : L=I-H*Z56 : P 

OK E 12, L ! POKE 13,H:POKE 942,12 J; GRAPHIC 
5 0 

BH 130 GRAPHICS IBS POKE l6.fi4:PqKE S3774, 
64 

SB 140 POSIT in* 6,4!? t !6 : ""f U JVHJAf J?l "" 

UK 150 POSITION 6,6!? »fl;“ pro-fr^” 

CP 160 PQ51T TOW l,Ot? 06 ; 14 TMTH 

ETW1 "» 

SR 17« POKE 710 , PHD <03 **200 
SR 100 IF PEEK(7641=20 THEN ZOO 
OK ISO GOTO 170 

MT Z00 POKE 12 * 64 1 POKE 13,21:7 tl KOR PRESS 
THE SYSTEM RESET OUT TUN" : f- N D 
AO 300 DATA 16 7 * 0 , £ 41,177,2,141,170,2,169 
,64.133, 16, 141,14„210.167,125,32,176,2 
42,167,2,131,04,167,02,32,176,242 
SH HO DATA ±67,05,32,176,242,167,70,32,1 
76,242, 167,20,32,176,242, 167,26,32,176 
,Z42,167,13,141,74,3,76,0,160 


listing 5 

0 - No peripheral was booted 

1 = A disk bool was successful 

2 = A cassette boot was successful 

8 = Both cassette and disk boots were successful 

Locations 2 and 3, or CASINI, handle the address in memory 
of where In find ymir Reset button cheeking routine. So to trap 
ihis key, BOOT? must contain 3 and (TASINI the address of the 
Reset handler. 

where do we gel tins address from? If we ran font BASIC into 
thinking that an error has occurred when the Resei key is 
pressed. It will automatically Jump to a previously TRAPped 
line. For 400/800 users the BASIC TRAP statement resides in 
memory at 47424 f$B'340| and on XL/XE's at 47412 (JPB934), 
Type In Listing 4 lor a simple solution to the Reset problem. 
Line 10 Initialises BOOT? to 3. POKE S the LSB/MSB of the 
TRAP statement into CAHINI and sets the line to be TRAPped 
when the Reset key is pressed. Note: On 400/800 machines 
the value of 52 should be changed to 64, 

Weird and wonderful things can happen here though. Tty 
pressing BREAK Immediately alter releasing the System Reset 
key. The result? Ai-cess can be gained to your program, with¬ 
out going too deep, the answer to this problem is machine 
rode. For the ultimate solution look at listing 5. This originally 
appeared, unr refilled, in Issue 1 1 of PAGE B in September/ 
October 1384 and, at I hal time, wouldn't work on theXL/XE 
machines. 1 don't know if a fix appeared in a later issue, but 


fh i rfm iuni i »mmJumuumiiJiiuimmmmimiJnmi 

l>« 2 REM tt CASSETTE LINES FOR RESET W 
06 3 REM B by Phil ( jrd^ll B 

«F 4 REM tt NEW ATARI USER - 177(1 tt 

tft 5 REM JUBB I BUUBMUBUUJUUIJU t mUJJUUUl l Ulll l im 
GH 30 I=A0RCRS>:H-INT(I7Z56J:L=I H»256;PO 
KF 7 r 2(POKE 2,1!POKE X,H:POKE 42,1Z;GR 
APHICS B 

UY 3HH POKE 7,0! POKE 7.0:PnKE 3,0:? "NQI4 
PRESS SYSTEM HF5ET" :END 


Listing 6 


eh I rem mum. ... .. ... .mm 11 nmmm 

JO 2 REM B SCRAMBLE VARIABLE TABLE ** 

DR 3 REM H by Phil Cardwell » 

RE 4 REM tt NE« ATARI USER - June I?7B tt 

Eft s rem mmtti i imma mimm nnmitmum i1 1 h him i m 

117 3JBOO DIM CHARACTERS (U : PRINT "HhiCh C 
hararter iS to be used to destroy the 
UhC'j ! INPUT CHARACTERS 
EF 37005 IF CHARACTERS-""' THEN CHARACTERS 
—CHUSC1BS1 

HO 32O10 FOR OARI=PFF.K C1SBI+PEEK (1311*256 
TO PEEK(1323+PEEK (1331*256 
LY 32920 POKE UARI,ASC(CHARACTERS! 

AY 32030 BENT VART 

SR 32040 POKE PEEKCISBJFREER(1371*256+2,0 
(SAVE "O:PRDGNAME, BAS";NEW 


Listing 7 

this enhanced version runs perfectly on XL/XE’s, 

Rather than given program breakdown. I'll explain what il 
does and from them on, you can use it in your own programs, 
Firstly, 1 lie text and texl background colours are changed to 
that of the background, i.c. black. Tile Break key is disabled, 
and although you cannot see it, the screen is cleared and RUN 
is printed to the screen three lines from 1 he top, EGCB #0's 
Forced-Read mode is then used to press the Return key and 
finally, the program does a Cold Start lo the BASIC cartridge to 
execute the RUN statement. Pressing ibr ESC key allows you 
to exit from the continuous loop. 400/800 users should note 
that wherever (he combination of 176,242 appears in the 
DATA statements, this should he changed to 164*246, 

Cassette users should substitute the lines in listing 6 with 
those in listing 5. 

SOME MORE TRICKS 

Should a 'budding hacker' eventually arrive at this stage to try 
and get round your protection, what else can be done? 
Corruption of the Variable Name Table can nmkc your prog¬ 
ram somewhat illegible. By finding the start and end of a 
variable, and using the current statement pointer, we change 
any variable name to any ATA5CII character. Add Listing 7 to 
(he end of your program and type G-32000. You will be asked 
for a single character to replace all variables with, the Variable 
Marne Table will then become corrupted by (his character and 
a new version of the program Is automatically saved. Make 
sure lo SAVE ei copy before doing any corruption as there Is 
practically no way Lo LOAD the program back into memory and 
list it. Cassette users should use SAVE "C:" to save, Eind RUN 
"C;" to load. 

Finally, lo remove your program from memory but si ill have it 
executing normally, type this as the first line of your program: 

1 POKE 303,1 

I'm not quite sure what happens, but my theory Is as follows. 
When the Load In Progress flag at location 202 becomes 
non-zero. BASIC executes its NEW statement, and because no 
portion of RAM is actually wiped clean, your program remains 
ini an Invisibly. 
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ROBOTS 

OF 

NALA 



Can you guide your robots round to collect all the gems without getting eaten by something nasty 
or crashing into one of the many rocks that litter the cauern? It looks quite easy to start with hut 
as the game progresses, the action gets faster and the obstacles get more and more. Only the top 
players mill suruioe, 

Use a joystick in port 1 to moue your robot about and collect the flashing diamonds. You haue a 
set amount to collect on each screen which mill be shown at the bottom of the screen under DI . 
The number of diamonds you haue collected so jar will be shown under *COL\ You only haue a 
short time to collect them all and when you get the last one the screen will flash and a small exit 
square will appear. Now you haue an euen shorter time to reach the exit and if you are far away 
you might not make it. Strategy plays a part here and the game will be easier if you collect the 
diamonds in a particular order. 

All around the screen are numerous rocks , These are not dangerous in themselues, they just 
impede progress, but by screen four deadly slime will appear and on screen seven two guards will 
begin to patrol. Contact with any of these is deadly. By the time you reach screen 9, invisible 
barriers will make your progress even harder and only the best will survive beyond this level. 

The four selectable difficulty levels will pitch you straight in to one of the higher levels. Most 
players will/md enough challenge in the game as it stands but if you want to make it harder and 
/aster try running it with Turbo Basic . 


by Derek Thomson 
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Derek Tbowson 


140 1 REM MMM I tHWXlt MM MH Mi l M W H U M W WW M I f M M H 

ER 2 REM * ROBOTS OF MALA * 

HT 3 REM * by * 

AG 4 REM N Derek Thonson w 

SR 5 REM *---* 

CV ft REM * NEH ATARI USER - June 1590 » 

MU 7 REM HHHK HM M i t Uh N H MXJ iHHH K il KHH H K M M M K H 
MU 6 REM 

JO 10 GRAPHICS 12 + 16; POKE 16*64 ; ROME' 537? 


MI 70 DL=PEFK£5603+ PFFK£5611*256:G0SU6 12 
70:GOSUB 1470 

IF 30 REM »-1*MII:mUVI:U.IRAM 

VM 46 MA-2»i DT-S ! PI-41 i PI1=16S ! LXFE=X ! SI_I 
=10jBLK=20;RNl=5;GHl=i;RN2=5:GO±-I 

TM Sft miiui "1 ; K0V2-1 

HC 66 REM 

5J 70 ? Bfc; "‘S'’ : FOR A-B TO 39SPOSITION A*« 
:? ti&J“ !" ! POST riOM A.22:? 1*6 J"? 1 *: NEXT 
A 

QU BO FOR 0=1 TO 2i:P0SITI0N O.B;* 116;“!“ 
: PD!S IT I OH 39,6:^ tt6 ;"*!“£ MEHT O 

TH 40 FOR C = 1 TO HA;ROSTTION IMT£RNDCO5*3 
B1 +1 , IHT (RMD <01*211 +1 i 7 Dfi J ,P B“ : HEKT C 

MO 100 IF LEU> 3 THEM FOP E=1 TO 511 ; POSIT 
ton INT(RKDtO)*363+1,INTCRHD£03*2i3+1: 
? W6*"? H :NEXT E 

IB IlO IF LEU>9 THEM FOR F=0 TO SLK!POSIT 
ION IHT tRHD «0JM383 +1*INT(RMD£03*21)+1! 
7 06;“O":RENT F 

UM 120 FOR D = 1 TO DI*5*CTT! POSITION INKS 
HD £03M3B>+1,INT1RHP£03*211 +1!? U6;"0" : 
MEHT & 

MO ISO FOR 5P = *& TO 1 21 POSITION 10*SP:? S 
6*'; MEHT SR 

EM 146 FOR D = 0 TO lOiSETCOLDR 4 * 0 * IS!SPUN 
D 0,0*25,2,15:NEXT D I SOUND B* 0* 0* ® ! 5CT 
COLOR 4,0,0 

GO ISO Hl = l9 : Mini ;«2 = H1 :U2 = UI !TIM=100#TI 


AG 166 SETCOLOG 2* 1 * 4:SETCOLOG 1 P B*15:SET 
COLOR 0,5,4 

BL 1?0 POSITION Ml,Mli7 U6JCHRSC423 
IH 140 S=5TICK £63 

AJ 200 IF 5 = 15 THEN POSITION HI ( Ml f 7 N6;C 
HR5I423ItOTO 320 
CR 216 T1=1 

DT 820 IF S = 14 THEN LOCATE M 

=32 OP H-36 OR X=3B OR N = l65 THEN U2-U 
1”11 GOTO 260 

FT 236 IF 5=7 THEN LOCATE M2+1 * U2 , H i IF K = 
32 OR X = 36 OR H=X8 OR X = 165 THEN M2 = H1 
+ t:GOT 0 266 

ME 246 IF S=13 THEN LOCATE H2 P V2+1*X:IF X 
= 32 OR X = 35 OR H = 38 OR *1 = 105 THEN M2 = M 
1+1:GOTO 260 

m 250 IF 5=11 THEN LOCATE H2-I*U2*X:IF X 
= 32 OR H = 36 OR X = 3B OR X = l&5 THEN II2-H 
1-1 

AG 260 POSITION HI* Ml: 7 1t6jCHft$<32> 

KM 276 POSITION BZ J U2l? JJ6;CHR5EPII 
PC 2S6 Hi=M2;01=V7:POKF 77*0 
UU 246 IF H= 36 THEN 736 
MM 380 IF X=38 THEM 660 
RD 31B IF K=16S THEN GO SUB 406 
ZJ 326 PI=PI+i;IF PI=44 THEM PI=42 
ML 336 IF LEV>6 THEM GOSUB 450 
NC 140 IF t1=1 THEM TIH=TIH-I!IF TIH=~1 T 
HEM 730 


ROBOTS of NALA 


5Z 350 IF TIMC=5H THEM SOUND 3 f TIM,10*8 
Kf 360 POSITION 3,?3:’ H6j , 'tjI3 “;DI*“ j r g'H 
":CT;“ WTOB “JLIFEJ“ 1*121 ■■: tih; ri 

■ ■ 

rx 370 POKE 711 * PEEK £783 i IF STGIGCO3=0 TH 
F N GOSUB 750 
PT 300 GOTO 140 

JR 400 FOR D = 0 TO 5:SOUND 0,0*36 * 10*15INE 
XT D:CT=CT+1;SC=SC+5:SOUND 6*0,0,0 
QZ 410 IF CT)-BI AND S5=0 THEN POSITION 1 
5*111? BE; SE TCOLOR 4*0, IS: FOR D = 0 

TO 10! NE X T D : 5E TCOLOR 4, 0 , 0t55=1: T2=1 
PN 420 IF 72=1 THEN TIM=2B 
P T 430 X= 3 2:RE T URN 
CF 440 REM •IL'l'HH’TiU OM 
HF 450 OH MQV1 GOSUB 570*590 
OK 460 POSITION GH1,RN1 t IF Z1<16B THEN ? 
lift ; CHR $ C Z i 3 

FO 470 IF H01=l THFN RN1=INT£RNOC03«2l>+1 
!HOI=0 

FK 400 LOCATE GM2*RN1,21:PO51T10N GHZ *RH1 
: ? «6 ; C HR & £ PI 13 ‘.GH1-GH2 
OK 4 90 ON HOVZ G05UB 610*630 
ZB 506 POSITION RNZ*GU1;IF Z2<166 THEN ? 
tt6j CHR$ <E2J 

SV 616 IF H02=l THEN RN2=INTTRMDTO*N303+1 
:MO 2=0 

AG 528 LOCATE RNZ* G 02,Z2iPOSITION RH2.GUZ 
J? «6;CHR9(PI1JItVl=Gu2 
TU 53B PI2=PI2+1;IF PI2=2 THEN PI1=PI1+1 t 
P 12 =0!IF PI1=17 0 THEN PIl=168 
AB 540 IF H 2“ &H 2 AND VZ = RN1 THEN Z1 = 32:PQ 
P I GOTO 730 

MM 550 IF H 2 '■ R N 2 AND OZ = GVZ THEN Z2 = 32iP0 
P : GOTO 730 
ZM 566 RETURN 

CA 576 GH2=GHI+1jIF GH1=3B THEN MOU1=2:HO 


ZR 500 RETURN 

KU 590 GH2 = GHL~1:IF GH1 = 1 THEN MOU1 = 1:H01 


ZC 600 RETURN 

OE 610 GU2=GWl+l:IF GVl=2i THEN HOVZ=Z*H0 
Z=1 

ZG 620 RETURN 

FV 030 GU2=GUt-l:IF GUl=i THEN M0U2=1:H02 


ZK 640 RETURN 
MB 650 REM 

HM 660 UA=HA+15!DI=DI+5lCT=0ILE0=LEV+1;SS 
= 0 ; RNl =5 : CHJL=1, t RN2=5:GVl = llTI=» : H01=0 i 
HOZ-O 

XL 676 SOUND 3* 0*0*0 

FI 666 FOR D=6 TO 10!5ETC0L0R 4*0*15:SOUN 
D 6,D*2 5* 2 * 15‘NEXT DfSOUND 0*0*6*0!SET 
COLOR 4*0*6 

tCF 6 90 IF LEM>4 THEN 5LI=SLl + 5 
TC 700 IF LEO>10 THEN 0 LK =B L K + 5 
50 710 T2-0:TIH1=TIH1*70!GOTO 79 
94 720 REM 
HE 736 SOUND 3*0*0,0 

IH 740 LIFE=LIFE-1:FOR 0=255 TO 0 STEP “I 
7 J SOUND 1*0,10*ISiPOKE 712*D:50UHP 1,0 
*0,0!NEXT D 

PC 7S0 CT=0;SS=0:RN1=5:GH1=l:RNZ=5:GVl=A: 

T1=0:HQ1 = 0:H02=B:T 2=6 
MO 76B IF LIFE =6 THEM POP :GOTO 1120 
5E 770 GOTO 70 

hc 706 reh continued 
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GF 790 POSlTIOH 0,23:7 86; '* 




IA aoo FOR D = 0 to iOlWCKT E> 

Hf sie position *,2 3; 7 B6;“ game pause 

P PRESS FIRE 10 P»AY. 

IE 0 20 M>R D-0 TO lOlNEKT D 

00 810 IF STRIti £ 0 J —O THEN POSITION 0,23:7 
86; " 

";jRETURN 
RV 840 GOTO 790 
NR 0 50 REM ■:14il 4JTC T1 

EJT B60 CH=£PEEK£1063-fl**256:CH0RG=£PEEK(7 
56 3 *2 56 3 : FOR 1-0 TO 511 : POKE CH+I,PEEK 
(CI+ORG +II1HEKT I 

MD 8?0 FOR J:0 TO 7;READ &:POKE tH+(A5C(" 

■ ■■}-323*6+ J, D : NEKT J ; REM HMMSfl 
OC 880 DATA 85,105,65,125,125,65,105,85 
MO 890 FOR J-0 TO 7:READ DjPOKE CHfE ASC f " 
«"> -32) »8 + J , D : NEXT J : REM 
00 900 RATA 60,63,247,239,£51,55,60,12 
SF 910 FOR J=0 TO 7: REAR DlPOKE CH+EASCr" 
S"S -325*8+ J , D : NEXT Jt! REM i-TF?TR 
50 920 DAT A 16,70,24,105,38,164,1.8,8 
TW 93* FOR 4-0 TO ZiREAB [>! POKE CH+ CASC l" 
X"3 323*6+J,P!NEXT JiHEM I >> €-1 ■> J: 1^-1 

Oft 940 DATA 3,51,236,236*59,59,204,1*2 
UN 95* FOR J = B TO 7!READ DiPOKE CH+IASCI" 
A"3-323*0+J*D:NEXT 4 i REM 
PIC 960 DATA 85,105,105,125,125,105, 1*5,65 
LU 976 FOR J=fl TO 7:READ DiPOKE CM+tftSCt H 
*■■1 -32J *8+ 4 , D : NEXT 4 S HEM 
IZ 980 DA 1 A 60,40,60,190,60,60,195,130 
OC 990 FOR J-0 TO 7:REA D D:POKE CH+fASCC" 
+"3“323*6+J,DsNEXT J:REh HEK® 

RL 1*00 DATA 60,40,56,*0,190,6*,60,40 
MU 1010 FOR 4 = 0 TO 7 RE AD D : POKE CH+EASCC 
">")“321*8*J,OSM£XI 4 : REM 
VI 1820 DATA 195,195,8S,40,48,85,A9S,195 
OF 1030 FOR 1 = 8 TO 7 : READ DiPOKE CH+EASCt 
"E"J-321*8+J,D:NEXT J : REM Lgl ■ T itriOMH 
5H 1*40 DATA 0,0,85,40,40,85,0,0 
RH 1050 FOR J=* TO 7:READ DiPOKE CH+<ASCf 
"G"| -321*0*4, D : NEXT J s REM i TWlIH 
AM 1060 DATA S,0,0,0,0,0,*,* 

SB 1070 FOR 4=* TO 7:READ DiPOKE CH+tASCC 
" ■ "1 -323 *8 + J, D ; NEXT JiREM Mill'l l 
HC 1060 DATA 8,12,6,255,255*6*12,8 
45 1090 POKE 756,GH72S6 
AG 110* RETURN 
MD 1110 REM 

HU 1120 ? St6 J CMR £■ £125 3 :POKE DL+28,4 
T0 1138 POKE DL +6, 7 :POKE DL+I0,6:POKE DL + 
12,6:POKE DL+17,6:POKE DL+19,6:PQKE D1 
+ 26,7 

GC 1148 IF SC>=HISC THEN HISC=SC 
MO 1150 POSITION 3,1:7 86;"ALL ROBOT 5 tOS 
T" 

L 5 1160 POSITION 25,4:? 86;"LAST SCORE 1 * 

OR 1170 POSITION 0,6!? 86;SC 
M0 11B0 POSITION 25,18?? B6;“HIGH SCORE" 
LJ 1190 POSITION 0, 12 i ? 86;HISG 
NN 128* POSITION 25,18:? 86;“PRESS FIRE* 1 
BE 1218 POKE 708,PEEK£201:SOUND 2,PEEK£20 
3,8,13:SOUND 3,PEEK £201,10,15 
PO *220 IF STRIG£*3<>8 THEN 1218 
YA 1238 SOUND 2,0,*,*!SOUND 3*B,0,0i? B6 * 
CHR$<1253:SC = 0 

TB 124* POKE BL + 6 ,4\POKE DL+±*,4:P0KE DL + 
12,4? POKE DL+17 r 4lPOKE DL+19*4iPOKE DL 
+ 26,4 


IP 1250 1 IM1 = 0 : GOSII8 14 70 : GO T 0 3# 
r.H 1260 REM 

VR 1270 POKE DL+6,7:POKE Dl+B.6:POKE DL+1 

0,6 

8ft 1280 POKE 71*6,16: POKE 709,126: POKE 73 0 

* 0 ? poke 711,54 

71 1290 POSITION 3,1:? 86j“ROBOTS OF NALA 

hi 

ED 13*0 POSITION 29,2!? 86;“by" 
iv 131* position 6,4:? 86j “E3H3CI373XI*’ 

ZG 1328 FOR 0=12 TO 26 : POKE DL+fl,2;NFHT Q 
IPOKE D L + 28 * 6 

FD 133* POSITION 35,5:? 86," ■GonmmEsr 
OH 1348 POSITION 21,6:? 86;“VOU HAVE THPE 
E ROBOTS WHICH HAVE TO COLLECT A 
5ET AMOUNT OF DIAMONDS ON EACH “; 

FA 1350 7 86 j“SCREEN , THIS IS RONE BY 

GOING OUER THEM. V*U HAVE A SHORT 
TIME TO COLLECT THEM “J 
RH 1360 ? 85;“BUT ONCE THIS IS DONE THE 

SCREEN WILL FLASH AND THE TIME MILL GO 
TOO 2* AND A SMALL SQUARE ", 

VX 1370 ? 86;“HILL APPEAR WHICH YOU HAVE 
TO GET TOO * YOU HILL ALSO LOSE A 
ROBOT IF YOU GO ON THE SLIME “j 
Dk 1380 ? 86; “,011 THE GUARDS GEI VOU, 
THERE ARE ALSO ROCKS AND INVISIBLE B 
ARRIERS TO STOP YOU FROM moving," 

HH 1390 POSITION 24,21:? 85;"PLEASE WAIT" 
CtJ 14O0 GOSU0 660: POSITION 21,21:? 86;"pr 
ess fire to play“ 

F2 1410 IF STRIGC03=0 THEN 143B 
PL 142* GOTO 1410 

GD 1438 ? 86;CHRS£1253!POKE DL+6,4:P0KE D 
L + 8,4;P OKE DL+10,4!POKE DL + 28,2 
LP 1440 FOR 0=12 TO 26!POKE DL+R,4:NEXT 0 
AH 1450 RETURN 
VK 146 0 REM t'Ui 

KO 147* ? 8€;"N** ! 5EL=4 ! POKE DL + 6,6: FOR O- 
9 TO 2 0:POKE DL+O,6:NEXT QiPOKE DL + Z4, 
2:POKE DL +26,4 

PL 1*8* 5EFC0LOR 2,1,4:SETCOLOR 1,8,15:5E 
TCOLOR 8,5,4 

RU 149* POSITION 4,±I? 86:“SELCCT LEVEL" 
HZ 158* POSITION 0,4;? 

AY 1518 POSITION 7,5:? B6;"MPAiUH“ 

DT 1520 POSITION 8,6:7 86;“Hard" 

OT ±53* POSITION 7,7! ? 86 | “H AP«*»r“_ 

PZ 1540 POSITION 1,9:? B6 ; "Uil^ I 

raiiPi" 

CT 1550 POSITION 23,12 I? 86;“DIAMOND ROC 
K SLIME GUARD ROBOT** 

HU 156* POSITION 26,14:? 8&;“I2 8 

£ 1 *" 

OP 1570 S-SIICKC01 
ZM 1580 POKE 711.PEEK£2*1 

RH 1598 IF 5=13 THEN SEL=SEL+1:IF SEL=B T 
HEN SEL=* 

ftp 16*B POSITION 6 * SEL!? B6J. 

HR 161* FOR D—O ID 10;NEXT D 
TO 1620 POSITION 6,SEL:? 86 t " " 

ZB 1630 IF STRIGC»><>* THEN 1570 
Bl 1640 7 86;"1":POKE DL+6,4lF0* 0=9 TO 2 
0iPOKE DL+O,4!NEKT BiPOKE DL+24,4:P*KE 
Dl+20,Z 

DM 165* IF 5EL=4 THEN LEM=1 
GW 166* IF SEL=5 THEN LE*=4 
KG 1670 IF SEL =6 THEN LEV=7 
ZM 1680 IF 5EL=7 THEN LEV=1* 

BM 169* RETURN 0 
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COME AND SEE 

page 6 

ATARI ‘90 
NOVOTEL HOTEL 
HAMMERSMITH 
June 1st to June 3rd 

PUBLIC DOMAIN ■ BOOKS ■ DUST COVERS 

■ MAGS ■ FLIGHT SIMULATOR STUFF 

■ CABLES AND MORE ■ SEE YA THERE! 


8 . ||“ Bournemouth & Poole p flVi / 
* IQ Atari User Group [) J Ul_ 

Meetings held at the Kinson Community Centre, 
Bournemouth starting at 7pm. Topics for forthcoming 
meetings: June 1st - MIDI; July 6th * SIG night; 
August 3rd - Graphics; September 7th - AGM 
Subscription to 8:16 - £3.80 for 4 issues 
BaPAUG Membership (including 8:16 sub) - £8 per year 
For more info t subscriptions etc write to: 

Ian Brookcr, 163 Verily Crescent, Canford Heath, 
Poole, Dorset BH17 7TX 


Gitalin International 

11 Shillhu Road, Parksione, Penile, Dorset BH12 2RN 
Cheques / Postal Orders only. Catalogue available. 

Orders under £25 please add £1 P&P. 

Atari 8 Bit ROM Sets Atari 800XL RAM Drive 

(no bo Acs or manuals) (rcqutTcs & a 41256 K AM its) 

Each set only £14.95 PCB only £12.00 

Set 1: Star Raiders, Centipede, PCR with ics (cnzpi kam) £20.tXJ 

Pac Man, Asteroids, E.T. Phone Atari 8 Bit Music 

Home Electronic Drummer chj £12,50 

Set 2: Space Invaders, Gal ax i an. Music Studio £12.50 

Qix, Dcfcndiit, Eastern Front Song Writer (Du*) £9,95 

Set 3: Donkey Kong. Millipede, Atari ft Bit General 

Stargatc, Missile Command Newsroom mi**) £19.95 

Atari ft Bit languages Adventure Creatorfftnm) £14,95 

LightspcedC £39,95 Chessmaster 2000(D^> £14,95 

Draper PASCAL £45.00 Top Gunner Collection 9.95 

Kyan PASCAL £62.00 (Mfc Alley Ace/Air Hescue^idlcil Ace) 

IC spares and field service manuals alio available - write for dcLails 


New Atari User - Issue 44 39 


Skppg SHeuu year 


Bt?5l UJlSheS 


TnAJtft 


You already know how good the 
PAGE 6 Clip Art Collections are. 
Do we need to say any more 
except that Collection 3 is avail* 
able now and comprises FOUR 
DOUBLE SIDED DISKS for the , 
same price of £10 


This collection has many more LARGE scanned images 
and well as many useful smaller clips. Hundreds of 
images for use in Fleet Street, Publishing Partner, Cala¬ 
mus, 1st Word Plus etc. 


IMG converter included ■ clips are in TINY format to save 
disk space, but now you can convert directly to IMG or 
□EGAS with the utilities included 


PAGE 6, P.0. BOX 54, STAFFORD, ST161DR 

Pay by cheque, postal order, Access or Visa 
Credit card orders accepted on 0785 213928 
or by FAX on 0785 54355 


RADIO CONTROLLED JOYSTICK SYSTEMS 
FOR THE ATARI XL/XE 

Each system cansisls of a Joystick wilh in-built transmitter, and a receiver lhat 
plugs into the XL/XE joystick part. Hu irritating leads, jusl Idtal I rue darn to zap 
away hum anywtiere in Ihe raomf 

THE MOST USEFUL ADD-ON YOU WILL TVER BUYf 

ONLY £24.99 + £3 P&P 

Orders to: SOFTSCAN. PQ BOX 84, HEREFORD HH4 9YU 

Can't wail? Phene your crier using ACCESS/VISA on 043? 50035 lor immediate despatch 

UNIQUE BUSINESS OPPORTUNITY! 

Strllstan have an after a number of original copyrights lo Atari XL.OtF ulilities and 
games currently marketed by us. Purchasers will receive ownership ml the copyright 
and full marketing rights. 

It you've ever dreamed of running your own profitable lull or part-lime mail order 
software business, this oiler could present you with an idea] Opportunity. 

Send 5.A.E. for further details (serious enquiries only|i to: 

THE MANAGER, SOFTSCAN. PO BOX 84, HEREFORD HR4 9YU 




COLLECTION 3 


NOW AVAILABLE 


ERE’S A TASTE 
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Ian Finlayson’s 



SUBROUTINES 


USING 
XIO FILL 


F or this edition I am going to try and explain the way the 
XJG func tion can be used lo fill In areas with colour 
when you are drawing graphic screens. 1 had quite a 
bit of difficulty deciding w hat to write about this time - I have 
had several queries about graphics in various forms but have 
neveT really addressed the complications in an article because 
it seemed to me that the basic functions of SETCOLOIFR, 
COLOR. FUJI’ and DRAWTO are easy enough nut to need a 
tutorial whilst the advanced techniques such as Fa.ge Flipping 
and Scrolling are complex enough to require a series of art! 
cles ljHik at Andrew Weir s comprehensive article on Display 
Lists in Issue 43 a major thesis rather than a tutorial! 

Thanks then to Lee Coli lough for suggesting a subject thal is 
not ton simple or too complicated. He wTute.to me asking for an 
article on filling shapes using XIO. 1 mention his name in the 
hope that this will make him less annoyed with me for taking 
so long to reply to his letter I 

THE BASICS 

Atari Basin includes a function called XIO - the "Special 
Input /Output'" function - which is not even mentioned in the 
meagre documentation which came with my trusty 80QXL, It 
is, however, included in the handbook of my long deceased 
400. Many of (he XIO functions duplicate functions that can 
he achieved In other ways In Basic or DOS such as Open, 

Close, Draw, l^jek. Unlock and Format but one of them is a Fill 
function which is not available any other way, 

Tiie fill command is a bit particular and fiddly to deal with as 
you will see, but when used correctly it is quite quick. It has 
some major limitations, for instance it can only fill background 
colour {Color zero) with one of the three other colours available 
in 4 colour modes fonlv I In two colour modes). It cannoi cover 
one colour wilh another or wipe out colours by filling with 
background (zero). Also It always fills from left to right so it is 
quite easy to fill shapes with uneven right hand edges, but 
more complicated to fill those with uneven left hand edges. 

The form of the command is: 

XIO 18,#6 t 0 t 0» "fl:" 

I® is the fill command, #6 is the device that the I/O Is 
outputting to (the screen), the two zeros are dummy variables 
required by the command syntax, and S:" is the fllespec. In 


the Fill command ihe fdespec is not used, but like the zeros it 
must be there to keep die syntax cor reel. 

Actual use of the command is best explained by examples, so 1 
have drawn up a set of examples in the program listing and I 
will explain what I am trying to illustrate with each in turn, 

THE FIRST ILLUSTRATION 

This is the simplest example of the XIO fill and I will go 
through it in some detail, 

Line 20 selects Graphics mode 5 and Color 1. I chose 
Graphics mode 5 as a fairly bold mode so thal the (eaiures we 
wish to look at stand out clearly- Color I Is the colour that is 
used tn draw the figures, it Is a pink or red default colour 
unless changed by a SETTCOLOR command. 

Line 22 Draws a vertical line up the screen. 

Line 24 Positions the cursor well to the left of the line which 
has been drawn, then does a GOSUB to the XIO fill which is in 
a subroutine al line 500 

THE XIO SUBROUTINE 

Line 500 is the XIO subroutine Itself It is called in each of I he 
examples, ihe POKE 765,2 selects Color 2 for t he FIJI by 
FOKEing this number into the memory register al location 
765. In a four colour mode you can poke 1,2 or 3 In here (nol 
background colour), Next XIO is invoked and in this, the 
easiest case, you can clearly sec what happens, as follows, A 
line is drawn from the position where the hist drawn fine or 
point finished (50,10) to the point where the cursor is current 
|y positioned {20.20) in the same colour as the previously 
drawn lines, and the fill Is carried out from this line to the 
right until a non zero colour is reached. In this case the shape 
is triangular. Note that the XIO Till does not complete the line 
across the bottom of the fill colour, and it does not fill down to 
the bottom of the original vertical line only to the level of the 
POSITION statement from which the fill was called. 

For this tutorial I have added a delay to I he fill routine so that 
alter a fill the program waits for a keypress, and displays a 
prompt in I he text window of the screen. Ibis is so you can see 
the results of the current fill before going on to the next 
example. 

ILLUSTRATIONS TWO and THREE 

The next two examples are very similar to the first but show 
that the fill proceeds just as effectively when the first Line Is 
extended horizontally to the left or diagonally up to the left. 

FOURTH ILLUSTRATION 

This example shows the main problem with the XIO fill If the 
drawn line is extended diagonally down to the left the fill will 
start at the level of the line end leaving a blank space at the 
top of die figure. 
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ATION 11 

HO 1 REM tHHHHHHHHHUtmi 





IM 11? PUU 7U , 3 0 : D RA HTQ 70,25: PLOT 70, 7U 

CR 2 HfM * lUMIHltil SUBROUIIHCS N 



VJ 4 REM * XEO FILL * 


:DRAUTO ?H,5:DRAHTD 18,6 

XU 5 REH ** fag -P 


AH 114 POSITION 20,3 1 GUSI-IB 500 

Oft h REM * Ian Finlay son * 


ZC 116 PLOT 70,8:POSITION 35,12:G03UB 509 

UG 7 REM ------* 


OF 118 PLOT IS,12:POSITION 40,20:GO5UH SO 

OH fl REM * NEW ATARI USER ^ JUNE 133 0 * 


0 

HU 3 REH NHMHKHHHHWHUKHHKMMHHHHH-HNH-aHWf* 


CB 120 PLOT 46,ZO3 POSITION 50,10:GOSUB 56 

flV 10 REM 


A 

ZM 13 REM HHXM tSI ILLUSTRATION **** 


OR 133 REM *** C1RCl F ILLUSTRATION i *** 

l¥ 20 GRAPHICS S!COLOR It? M 1ST 


OH 200 REM CENTRE 40,20 - RADIUS 19 

ILLUSTRATION 


KM 70S GRAPHICS 5: 7 ** 1ST CIRCLE ILL 

ET 22 PLOT S0,3O:&RAHTO 56,10 


USTRATION " 

oe 24 PUS111ON 2O,Z0;GOSUB 500 


XI 210 DEG 3 FOR ft-fl TO SO STtP 3 

0C 23 REM WM4 2ND ILLUSTRATION NiMH* 


MO 228 X“1 6*C OS (A J ! Y-18HS1H T fll 

IBHtWHHlWtlHHHHHHt 


HZ 225 Ml = 40-N ! M2 = 40+H 

RC 36 GRAPHICS 51? " 2ND ILLUSTRA 


UK 230 Yl=20-ViV2=20+V 

TION " 


&¥ 235 PLOT Kt,VZiPLDT XZ,Y2 

HH 12 PLOT 5O,3fliDftAHT0 5fl,10iDfl AMTQ 30,1 


BY 248 PLOT Ml, Yi, tPLOT X2,Yl 

9 


JO 245 NEXT A:POSITION 22,20;GOSUB 50B 

00 34 POSITION 20.20:GOSUB 500 


NO 240 HEM *** CIRCLE ILLUSTRATION 2 *** 

UU 39 REM HTHWt 3RD ILLUSTRATION **** 





OU 250 REM CENTRf; 40,20 - RADIUS 16 

HM *0 GRAPHICS 5:? " 3RD IL L US¥ RA 


OA 255 GRAPHICS 5t? M ?M0 CIRCLE ILL 

TION 


USTRATTU** 

AC 42 PLOT 50,30:ORAUTO 50.10rORANT0 35,5 


MS 266 BEG !FOR A“6 TO 36 STEP I 

DE 44 POSITION 2».20:GOSUB 500 


HA 265 X=lB*COSCA>iV=18*SIN(AJ 

US 4 3 REM -B-NN-ii- 4 TM ILLUSTRATION N+MH* 


HU 270 K1=4Q-XEX2=40+H 



HJ 275 Yl = 20-¥ 3 YJf = 20 + Y 

FF 59 GRAPHICS 5t? " 4TH ILLUSTRA 


SJ 280 PLOT HI,V 2]DRANT O HZ,V7 

TION " 


R J 785 PLOT Ml,Vl:ORA«TQ XZ.Yt 

Of 5 2 PLOT 50,3 0 1 OR AUTO 58,1B:0RAHTD 55,5 


Dl 2S0 NEXT A 

: OR AUTO 20,10 


TV 235 GOSUB 510 

OF 54 POSITION 20, 2 0 : GO S1J 0 50 9 


TF 233 REM *** CIRCLE ILLUSTRATION 3 **» 

UG S3 REM STfl TilUSTRATION **** 


KMMIUimmilHWimUUUHHHt* 



RL 300 REM CENTRE 40,20 - RADIUS IB 

FG 60 GRAPHICS S;? ■■ 5TH I'Ll. US T RA 


HQ 305 GRAPHICS 5:? " 3RD CIRCLE ILL 

TION M 


USTRATION 

fl E 62 PIOT SG,30:DRAHtO SO, 101ORflHTO 35,5 


ME 310 DEG :A--Sfl 

NO 54 POSITION Zn.lOiGOSUB 506 


GO 320 Xr409-±B*COS CAT : V-20*19*SIN CA> : PLOT 

RL 66 PLOT 20,16:POSITION 20,35lGGSUB 500 


K, V 

UU 63 REM ***» 6TH ILLUSTRATION MWMH 


AI 325 FOR A —~ 80 TO 36 STEP 16 



IU 338 Xl = 40 + lBNt:OS CAT t Vl-20 + l8*SIN C Al : OR 

GI 70 GRAPHICS 5:2 " 6TH ILLUSTRA 


ANT 0 XI,VI 

noH *• 


CZ 340 NEXT A 

PE 7Z PI OT 70,3 ft: ORA HI El 70.5 


WC 350 A=270 

00 74 POSITION 50,fl:GD5UB SO 0 


GV 368 X=4e+i8NC05tA3 :¥ = 20+iB*SINEAI ;RLOT 

PB 76 PLOT 50,B!POSITION 35,i23&aSUfl 580 


X, V 

QM 7B PLOT 35,12:POSITION 20.Z0IGOSU6 500 


VO 355 FOR A=260 TO 36 STEP -10 

LF 89 PLOT 20,201 POSITION 16,30:GOSUB 500 


VQ 370 Xl=40+ie»COSCAJ:Vl-2B+l8*SINtA5 rPfl 

HJ S3 PfcM 7TH ILLUSTRATION 


SITION XI,VI:GOSUB 550:PLOT XL,¥1 

hhbhhhhhhhhhhhw 


DH JOB NEXT A 

HI 30 GRAPHICS St? " 7TH ILLUSTRA 


PJ 408 END 

TION ** 


GE 433 REM FILL & KEYPRESS *NPHt 

VC 32 PIOT 70,3Q;ORAWTU 70,5:ORAMTO 10,5 


WHIiNHHHHHHHHHHI 

05 34 POSITION 2*,fltG0SUB 500 


FP 50O PONE 7G5 , 2 : MlO 1 fi , «6 , 0,0 , p, S : ■* 

OC 3b PLOT 20,O : POSITION 35,iZ:G0SUB 500 


OE 510 ? fl PRESS ANY KEY TO CONTINUE" 

tlH 38 PLOT 35, 12 : POSITION 40,26:GOSUB 500 


I H 520 OPEN 81,4,®,"*!’": GET B 1 , K i CLOSE HI 

BH 1O0 PLOT 4Hj20:P0SITION 58,30?GOSUB 50 


3 RETURN 

0 


IN 543 REM FILL ONLY ***** 

WI 183 REM 8TM ILLUSTRATION ***** 


mum men km 



FZ 550 POKE 7 65,7 t M10 18 , H6,0 , *, ,f 8 ! " 

OH HO GRAPHICS 5:? « 8TH ILLU5TR 

____—-—- 


ZN 560 RETURN 


FIFTH ILLUSTRATION 

Here we show how to fill the top area ol the figure. The lop 
part Is Pilled by stopping the line drawing at the apex of the 
figure anti then letting the fill routine itself create a line sloping 
down to the left. The "house" shape can then be completed by 
j second fill of the rectangular bottom part. 3 deliberately put 
the bottom left POSITION below the starting point oil the right 
lo show what happens If the fill dors not encounter a nonzero 
colour somewhere across the screen. It continues to fill wilh 
colour to the right edge of the screen and then from the left 
hand edge until it gets back to the slatting line- 


ILLUSTRATIONS SIX and SEVEN 

These two examples show how figures can be drown and filled 
even if the left hand edge Is curved. Both convex and concave 
curves are illustrated. It is simply a question of breaking the 
figure down into strips each of which has a straight line as its ieft 
edge. By making the strips thin an impression of a curved line 
ton be drawn. In Graphics 5 of course the curves look quite 
jagged, but they ore smoother in higher graphics modes. 

continued 
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SUBROUTINES 

continued 

EIGHTH ILLUSTRATION 

Here J have redrawn the 7th figure but, rather like the 5th 
example„ I have left a gap in the line drawn on (he nigh I of the 
figure to show how the fill "leaks" through and wraps baek on 
the left to Its starting point. 

CIRCLE ILLUSTRATION 1 

I am using a circle as an example ol a figure with a curved 
outline. This iirst illustration shows the problem you cannot 
Just draw the outline and then fill it using X1Q. 

CIRCLE ILLUSTRATION 2 

This Illustration does not Lise the XIO fill at all. Lad does show 
another way of achieving a solid figure. Instead of drawing die 
outline of the circle a series of fines are drawn from the 
calculated left edge to the rlghl edge of the rirrle thus making 
a solid figure out of a stack of lines. 

CIRCLE ILLUSTRATION 3 

Finally a demonstration of a fill of a circle using XIO, First the 
right hand side of the circle is drawn. Next the left side of the 
circle is created as a scries of short straight lines drawn by the 
XIO function as it fills the circle. If YOU examine the listing 
carefully you wifi see what Is being done. The circle is broken 
into slices then a rrpeated seiies of small fills is carried out 
using a FOR - NEXT loop. This is just the same principle that 
we tised in Illustrations fi and 7 hut with more smaller seg 
merits to give a smoother curve. You can see this more dearly 
if the program stops after each step, and this can be done by 
changing the GOSUB 550 In line 370 to ’GOSUB 500". 

6 hope that this explanation helps you to use XIO effectively in 
your own programs. Don't be afraid to experiment, and don’t 
be surprised if you get some unexpected results at times! 
Nothing much Can go wrong, but if you inadvertently do an 
XIO fill with colour 0 and there is no coloured line on screen to 
provide a right hand edge the computer will go into an endless 
loop and nolhing seems to he happening. The only way out Is 
by pressing RESET, but your program shots Id still be Intact 
and can be run again once the error Is corrected. 

As always I welcome your letters, queries on BASIC programs 
and comment. Write with a stamped return envelope to: 

Ian Finlay son 
60 Rounds tone Crescent, 

East Preston, 

West Sussex, 

BN 16 1DQ 


FLYIN 


L ike many fans of Sub- 
logic's superb Flight 
Simulator II [FS2) I’ve 
often toyed with the idea of tak 
ing up flying for real, 1 never 
actually got round to it though, 
but I'm going to tell you about 
someone who did! 

In May 1987 John Waller, a fi3 
year old retired lecturer from 
Davyhulme. Manchester, disco¬ 
vered the joys of FS2 on his 
son’s ST’. I le was so enthralled 
by it that he bought his own ST 
and copy of FS2, Then, like 
most would-be FS2 pilots, he 
discovered that Hying it properly 
wasn't as easy as it looked, so 
he borrowed books on flying 
from his local library, lids not 
only gave John the basic know 
ledge he needed, but also spar¬ 
ked oft ideas lor improving the 
realism of Fv52, 

Before long he’d designed and 
hand built some realistic air¬ 
craft controls which would link 
to FS2's program controls. 

These: included a control yoke with full movement to operate 
the aircraft's elevators and ailerons, throttle, carburettor heat, 
and elevator trim controls. He also constructed some rudder 
pedals complete wilh toe brakes, but these haven't been com 
pletely successful so far and need a little more development 
work. Hc L s planning further additions too, including flap and 
undercarriage controls, 

THE REAL THING! 

Eventually (he inevitable happened. Like the res! ol us, John 
though I he'd like to loam to fly for real, so he booked a trial 
lesson with the Lancashire Aero Club at Barton Airfield, rapid¬ 
ly followed by a course of real lessons, Three months later he 
went solo - in about half the time normally taken hy student 
pilots of his age group. He’s convinced this was due to his 
experience: with FS2! By July of the following year he com¬ 
pleted all his (uition, tests, and exams necessary to gain him 
the coveted Private Pilot's Licence. Shortly afterwards he joined 
a flying group and become part owner of a Cessna I 72, 
clocking up around 100 hours flying time to date. 

But recently disaster struck! Unfortunately, you can't turn oft 
crash detect' 1 on a real Cessna as you can in FS2. and 
someone (not John. [ hasten to add!) crashed it while landing, 
Perhaps t he pilot should have practised with FS2 before flying 
the real thing! The aircraft was a total writeoff, so John has 
now joined another group - flying a Cessna 152 this time. 

Even though he's earned his pilot's licence John still enjoys 



42 


Issue 44 - New Atari Uaer 





ilyinsi KS2, mainly because iis level of realism makes 11 a 
natural air! for navigation practice. Sis facilities for setting wind 
speeds, wind directions, and cloud levels allow you to try out 
most types of visual or Instrument flying and navigation proce 
dures found In real life. John also says ihai flying is much 
l cheaper than practising in his Hying club’s simulator, which 

costs almost eis much to litre as a real aircraft 1 


REAL 

John S Davison 
discovers someone 
whose obsession for a 
computer program 
lead to great heights 



LOOK, NO ELECTRONICS! 


The realism Is helped by those controls John built. So how did 
he do it? Forget all ideas about fancy electronic interfaces - 
John's solution was to build mec hanical links from his con¬ 
trols to the STs mouse and keyboard! The main control is the 
yoke, which moves back and forth for elevator operation, 
control I ing the aircraft's pitch. Ei also notates laterally left or 
right for aileron operalion, giving roll control. The yoke is 
attached to ei platform supporting a mouse mat, which slides 
fore and ah or left and righi to match the yoke movements. 

The STs mouse sits In a "rage" in a fixed position above the 
mat. with its roller ball in con (act with St. As the mat moves it 
operates the mouse, the overall effect on FS2 being the same 
as moving the mouse across the mat In the normal wav. 
Ingenious! 

The mouse isn't actually firmly fixed, as it can be moved a 
little in the fore and aft direction by a trim wheel. This allows 
the aircraft's elevator trim to be adjusted In a realistic way. 
Other controls operate flexible rabies fas used on bike 


brakes!], the Other ends of which are arrsinged so they press 
keys on the ST s keyboard. 

One thing that’s difficult to recreate is the ' feel' of the controls, 
hut John has even produced a mechanical solution for this. 
He's fitted springs to them to simulate the control pressures 
experienced In a real aircraft! 

For ages Sublogic have been rumoured Lo lx - on the point of 
releasing their own realistic flight controls for FS2. 11 you're fed 
up with waiting you could follow John's example - tic's shown 
that with a little enthusiasm and Ingenuity you can build your 
own. But be careful. It could cause that flying bug to bite even 
harder, and like John you Just might he tempted into the real 
thing. 

Don't say I didn’t warn you! 

Photographs by permission of Messenger Newspaper Group 
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8-BIT GAMES .. 8-BIT GAMES .. 8-BfT GAMES 


GHOSTLY GOINGS ON 


$00 S££H fHC £l£Hf 


I I was a dark and stormy 
night as Hailllsh Mac-Lav¬ 
ish. Lord of Daiintrochie 
Castle, settled down to sleep. 
IjiiI little did lie realise that 
BJinky was on a mission os a 
newly trained ghost lo scare 
him before daybreak -,’ 

I lence the unusual I ilk' of Ian 
Copeland’s latesl program¬ 
ming lour de force for Zeppelin 
Games, a company whose 
track record In Atari 8-bit eir 
cies lias been somewhat re 
markable. From ibe stunning 
Zybex to the challenging Jncky 
Wilson’s Darts, Zeppelin's out 
put has consistently achieved 
an exemplary standard. I pre¬ 
dict they may soon be adding 


Title: 8L1NKYS SCARY 

SCHOOL 

Publisher Zeppelin Gomes 
Price: £2.99 

Players: 1 

Reviewed by Paul Rfxon 


BUNKY'S SCARY SCHOOL to 
the growing list of triumphs. 
The game is an arcade adven¬ 
ture of the type that fans of 
Hie brilliant Draconus will be 
well accustomed to. It is set in 
the interior of Danntrochle 
Castle and the graphics are of 
the distinctively shaded and 
detailed style of many a Zep¬ 
pelin hit. The castle stretches 
over numerous screens and 
the topical scenery ’page flips' 
as Biinky glides around the 
levels. Blinky is very el early 
and brightly defined and 
humorously animated - not lo 
mention capable of some in 
credible jumps that would 
amaze all but an expert Ninja 
Commando (sic!), Joystick 
controls are responsive and 
easy to manage - games prog 
rammers observe! 

It seems that HI inky's aim Is 
to prove his ghoulish ability by 
collecting (he ingredients tor a 
aeries of mysterious potions, 
which will eventually allow 
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him io spook the sleeping 
Marlavish. There are many 
artefacts scattered throughout 
the Castle and the first job is 
to find a poetic message telling 
him which ones are required 
and which are best left alone. 
Blinky’s capacity for luggage is 
limited and several journeys 
must be made lo the Cauldron 
as the game progresses. For¬ 
tunately, there is an unusual 
short-cut back Lo the start - 
but I'll leave that for you lo 
discovert 

Not unexpectedly there are 
lots of nasties lurking in the 
castle with Intent to slop 


Blinky'’s road to graduation. 
Some are fixed in a particular 
posi lion, otl it t‘s hover vert teal - 
!y but worst of all are those 
which creep across Ehc screen! 
All (his makes for a challeng¬ 
ing. addictive and eminently 
playable arcade adventure. 

Needless to say. I’m impress 
ed! If you've already ex peri 
eneed the Zeppelin formula 
you'll know what lo ex peel - if 
not. be prepared for excellent 
graphics, good music- and a 
generally lop notch game. Can 
it be true or is it just ail 
apparition?! 
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HERE COMES JOE AGAIN 


T he year is 1995, ihe 

setting Is London, and 
the game is die long 
awaited Atari 8-biE conversion 
of the sequel to Players’ Joe 
Blade, called believe It or not 
JOE BLADE 2! 

Joe Blade is a mean, lough 
and fearless super-hero whose 
very name strikes fear into the 
hearts of criminals across the 
kind. In the original game (re¬ 
viewed in PAGE 0 issue 36) 
Joe's (ask was to save the 
worltt from the clutches of an 
evil madman. Crux Bloodfm 
ger, who had kidnapped a 


group of VIP's and demanded 
a ransom for their safe re¬ 
lease. Evidently Joe won Ebe 
flay, as the Follow-up places 
him on an entirely different 
assignment Iris mission, to 
clear the streets of London’s 
capital from menacing punks 
and muggers and to rescue 
distressed citizens from the 
suiTou ruling n e igh bou rhand. 
As before, the game is a 
multi-screen arcade adventure 
with a myriad of passages and 
rooms io explore and artifacts 
to accumulate. The action un- 
Iblds in a cent rally situated 


viewing window depicting the 
buildings, walls, doorways 
and streets ill colourful car 
toon-style graphics. Indicators 
below display the number of 
citizens rescued, bins collec¬ 
ted (a certain number is re¬ 
warded by el special bonus), 
keys in store and the current 
stall- of Joe's health. Above, 
the all-important timer creeps 
persistently down towards 
zero, although it can be reset 
by obtaining a certain article. 

Unlike the Joe Blade of old. 
our hero is noi equipped with 
any fire power but must ex 
ecute a we I Mimed leap to eli- 
minate his adversaries. At 
various stages. Joe enters a 
sub game where his aim is to 
correctly arrange ; i scries of 
numbered tiles into a specified 
order. The solution becomes 
increasingly more complex in 
subsequent sub games plac 
ing great pressure on Hie play¬ 


er - especially since a single 
failure will resull in in si anl 
termination of Hie mission! 

At this point, you're probably 
expecting me tu announce 
Hint Joe Blade 2 isn'l as good 
as Its predecessor - but I'll 
have to disappoint you! It’s 
true that I did find Hie original 
Joe Blade more Instantly play¬ 
able. but this is probably due 
to the lark of instructions 
supplied with my preview copy 
of the sequel. Joe Blade 2 
should be out now. and E'd 
advise all arcade adventuring 
types, especially fans of the 
original game, to grab ei copy 
without hesitation! 


Title JOE BLADE 2 

Publisher; Players 
Price: £-2.99 

Players- } 

Loading 11.25 minutes 
Reviewed by Paul Rixon 
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ATTENTION 
8-bit ADVENTURERS 

A rare event - a NEW disk based text adventure 
series for the ATARI XL/XE range 

THE MAGIC RETURNS: 
PART 1 - THE AMULET 

available now on disk only 
Special introductory price 
£9.95 

post tree in UK Overseas + £1 

(RRP £12.95) 

TIARA SOFTWARE 

31, Daleview Road, Long Lee, Keighley. BD21 4YF 


ATARI 8 BIT SPARES AND REPAIRS 

SPARES FOR MOST ATARI 8 BITS 

Including reconditioned 1050 drives 
1010 buttons • 130XE keyboards 
power packs - I/O cables 
upgrade kits » disk software 
and lots more 

Contact Derek Fern for details 

021 353 5730 



For several years KBytes have been producing educational 
software for the ST. Their output is colourful, interesting 
and, at £14.95 each, exceptionally good value." - ST Format 

E fSfRvB&flfl tlflil dT)^! A^5-^pbood*TdLii|titowidi26pi«i4rai, 

A Firtl CIjh * — Arari User* T $/10 *— Munrior Mafj. 


Age 7+ ? Multi* level Arcade Action Spelling Tutor 
dial puis the fun back into Idming. 

T cannot recommend Play Spell enough" 
- Barrie Cape! - GFA User. 


Ages 5-8 ,7 Mathematical games with 
sampled speech,, animaied teacher and abacus. 

"Easily the Best of the Bunch" 

-ST Format April 1990. 


».5prll Contraction Set £9.95 Of £5.00 with USpelL 
PIaySpcSL data discs Birds and Anim^l^ £9 r 9S ewli. 
Penguin £19.95, Billy Bou nce £4.95. Jump Jack £05. 
Q.Rasc 2 vl.Sb £ 14.95, Super Card. yU £24,95. 


I pIlVj-Ii '41 * J “-TriTCBBjE. r *Blprii HI" ’“—■■■hVTJPHI J PI 1 ”A 


b. 



A'JETi juftssa iirdlpili'S W3T KiLdi P-frlR Qmqnn ;.fnr/uitdls to 
©oraqpicflnsf S^sasatm AnnEssa, '-vUmi ami EsspsTBaci 

,// Bware Software 

j L -,A 19 Southfield Road, Hinckley, 

Leicestershire . LEI0 1UA 
„ ^mm } Td (0455) 613377 9-5 Mon-Sat 



Needtess to s ay I'm impressed... excel¬ 
lent graphics, good music and a generally 
top-notch game" 

Paul Rixon 

] Blinky’s Scary School £2.99 

□ Zybex £2.99 

| j Las Vegas Casino £2.99 

] Phantom £2.99 

| Ninja Commando £2.99 


The ultimate in Atari 8 Bit software, offer 
you the chance to buy direct from us 
with all games being despatched 
within 24 hours 


POSTAGE FREE! 


"Probably the nearest you can get to 
the reef thing on your Atari" 

Paul Rixon 


| | Fantastic Soccer 

[ 1 Speed Ace 
[ 1 Mirax Force 
[ 1 Living Daylights 

| | Sidewinder 


£2.99 

£2.99 

£2.99 

£2.99 

£2.99 


| Mountian Bike Racer £2.99 
| World Soccer £2.99 

| | Draconus Tape £9.95 

| Draconus Disc £12.95 
| Kenny Dalglish £9.95 


llakje cheques or Postal Orders to ZEPPELIN GAMES LTD. 9D, Penshaw Way, Houghton-U-Spring, Durham DH4 6JW 
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A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


TOP 10 ROMS 


JOYSTICKS 


Kick Off . 

7.95 

Hawkquest ... 

16.95 

Pole Position .. 

12.95 

Zipstick Super .. 

.12.95 

Speed hawk .. 

7.95 

Pitstop 11 .. 

11.95 

Star Raiders II .. 

14.95 

Cheetah 125+ ... 

9.95 

Kenny Dalglish 


Mini Office II . 

16,95 

Pacman ... 

9.95 

Pro 5000 Scotland . 

14.95 

Soccer Manager 

8.95 

Kick Off ... 

11.95 

Rally Speedway . 

8.95 

Pro L Glo ? Green .. 

16.95 

Spitfire 40. SOLD OUT 

Smash Hits?... 

6.99 

River Raid . 

8.95 

Quickshot Turbo 3 . 

11.95 

Scapeghost .. 

12.95 

Alternate Reality 


Food Fight... 

8,95 

Atari Standard . 

4,95 

Spy vs. Spy Trilogy .... 

8.95 

-TheCity ... 

14.95 

The Designer s Pencil 

. 9.95 

Atari Trakball .. 

7.95 

Solo Flight. 

8.95 

F-15 Strike Eagle . 

11.95 

Donkey Kong .. 

12.95 

Konix Speedking . 

9.95 

Atari Aces .... 

4.95 

Carrier Force ... 

16.95 

Megamania ... 

8.95 

Quickshot II+# -- 

9.95 

Silent Service ... 

8.95 

The Count ... 

4.99 

Galaxians .. 

9,95 

Pro 5000‘BrasiP . 

14.95 

Trivial Pursuit ... 

12.95 

War in Russia ......._ 

16.95 
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TOP 20 BUDGET CASSETTES 



■ 

World Soccer .. 

2,99 

Hardball .. 

2.99 

Blinky s Scary School 

. 2.99 

Pro Golf . 

2.99 

Spy vs Spy III. 

2.99 

Sidewinder . 

2.99 

Bouiderdash IV . 

2.99 

Encounter .. 

2.99 

Ninja Commando ......... 

2.99 

Chuckie Egg .. 

2.99 

Las Vegas Casino ...... 

2.99 

Little Devil ... 

2.99 

Fantastic Soccer . 

2.99 

Arkanoid .. ... 

2.99 

Ghostbusters ... 

2,99 

Phantom ... 

2,99 

Joe Blade .. 

1.99 

Kikstart ...— 

1.99 

Pro Mountain BikeRacer 

2.99 

Fruit Machine Simulator 

2.99 

GAMES 


ADVENTURE STRATEGY 

XL XE CARTRIDGES 

BUDGET CASSETTES 


Kick-Off .. . 

Le^flerboard . 

Summer Games . 

Smash Hits l - 5 fi 7 (each) 
Living Daylights . 

Tnyigl Pursuit 
WiBrejsiiary Compendium 
Spy vs Spy Arctic Antics 

Spy vs Spy Trilogy . 

fighter Pilot .. .. 

Poter Pierre . 

Mr Robot . 

Beta Lyras ,, ,,, . 

Hits VdL. 1 . 

Bouweidash 2 

Arksnoid . 

Trailblasftf ..,,. 

Solo Flight ......... 

Silent Service ... 

F -15 strike Eagle . 

Spyhunter .. 

Mira* Fame . 

Hacker .... 

Rescue cm Fraclulas 

Ballblazar .... 

Rampage . 

Shoot '*m Ups .... 

Platform Perfection . 

Spiudiliy ... 

Touchdown Football . 

Spilfire 40 ..... 

Drscpnus .. 

Druid .... 

Brian Clough's Football Fori. 

Pooyan . 

European Super Soccer ... 

Hard Hat Mac . 

New York City .. 

Crumbles Crisis . 

Freaky Factory 

Slarquske . 

Preppie2 .. . 

Laser Hawk 

Colossus Chess a 

Sidewinder . 

Joe and the Nuclear Caverns 

Nuclear Nick .... 

Knockout Boxing .. .... . 

Sunstar ... 

Cuthberl Goes Walkabaul 

Heartache . 

M ig Al lay Ace .. 

Pinball Construction Kit ... 
Music Construction Kit 


Cess, Disk 

7.95 11.95 
11 95 
12.95 

5 99 

2.99 9.95 
12.95 14.95 

9.95 12.95 
4 99 & 99 
£ 95 9 95 

10 95 
4 99 5 99 
4 99 £9 9 

4.99 5.99 
4 99 6 99 
a.99 6.99 

6 95 
9.95 

5.96 11.95 
3.95 11.95 

3 95 11 95 

6.99 

2.99 £95 

4 99 6.99 


4.99 

4.99 

2.99 6.99 
599 

6.99 
6 95 9 95 
4 99 9.95 
6 9b 12 95 
4 99 4 99 
3 95 12,95 

4.99 


Flight Simulator II 
Flight Sim Scenery disks 

(P lease phone) 

Questran . 

Field or fire . 

Hollywood Mil inn .. ... . 

Jimrttr .... 

Lancelot .... 

Tine A. Mayik . 

Lurking Horror . 

Ingrid's Back 

Guild of Thieves . ... 

Knight Ore . 

Cloak ol Death . 

The Golden Baton ... ... ,, 
Alternate Reality City 

Gunslinger ..... 

Eternal Dagger* . 

Saigon 3 Chess 
Theatre Europe 
War in Russia 

Carrier Forte . 

Battle of Antietam . 

Pan;er Grenadier . 

BatHecrusier . 

Warship 
Mach Brigade 

Colonial Conquest . 

221B Baker Street .. . 
Jewels ol Darkness 

Vietnam . 

Conflict in Vietnam . 

Crusade in Furore . 

Decision in the Desert 
Cdowus Chess 4 

Kennedy Approach . 

Hawkquest ... 

Cutthroats .. 

Zork i . 

Spellbreaker . 

The Count . 

Pirate Adventure ___ 

Scapughnst 

Scum Adams advenlures on 
£2.99 each ■ phone 


Cass Disk 

34.95 
14 95 

9 95 

7.95 

9.95 

14.95 
It 95 11.95 
11 95 11.95 

11.95 
11 95 11.95 

14 95 
11.95 11 95 
2.9B 
2.99 

14 95 
9.95 

14.95 

14.95 

11.95 

16.95 
16.95 
16.95 
16 M 
16 95 
16 95 
16 95 

16.95 
9.95 

11.95 
9.95 

11.95 14.95 
11.95 14 95 
11.95 14.95 
£ 95 12 96 
8.05 12 95 

16.95 
9 95 
9 9-5 
9 95 
4.99 
4.99 

. 12.95 12.95 
cassette al 


Star Raiders ll . 

Lodeumiw ................ 

Ona on One Baskeltoall . 

ftattlezo-ne ... 

□avid’s Midnight Magic (Pinball) 

Archon .. 

Rescue on Fraclulas .. 

Bah&iazer . 

Blue Man ....... 

Defender .... 

Galaxian .... 

American Football .. 

Tennis ... 

Moon Palrol . 

Rohotron 2M4 ... 

Joust .. 

Hero .... 

River Raid . ... . 

Mega Mania . 

Dreadnought Factor 

Pillall 2 . .. 

Designers Pencil . 

Rally Speedway .. 

Miner 2049er . .. 

Mr Cnal . 

Eastern Front 1041 . 

Fnori Fight ..... 


Exploding Wall . 2 99 

Nighlmares . 2 99 

Micmrylfrym . ■■■■ 2.99 

Rubul Knights . 2 99 

Survivnrs .. 2 99 

Nucleus . 2 99 

Up. Up A Away .. .. 2 99 

Cosmic Pirate . 2 99 

Lest V8 . . ?.M 


Grand Pnx Simulator . 2 99 

Footballer or llie Year .. - 2,99 

Mr Dig ... 2 99 

lao .,.„. 2.90 

Whlrtynurd . £-99 

Warriors ol Ras .2.99 

Tapper . 2.99 

Death Race .... 2.99 


UTILITIES | 


ROM 

Disk 

MimOMicell . 


18 50 

Alari Write! . 

Atari Writer Plus . 

23 95 

23 35 

Macro Assembler ... 


19.9b 

Ml runoff LiJ&IC II 


10 9b 

Silent 0uNer - Personal Finance 

lfi95 

Planelgrium . 


16.95 

BUDGET CASSETTES 



2.33 

System 6 Pools 

, , . . 

2.99 

Gruiiri Beret 


2 03 


XL/XE CARTRIDGES 


Missile Command 9 95 

Donkey Kang . 12.95 

Pengo . 12.95 

Dig Dug . 12 95 

Pole Partial . 12-95 

Star Raiders . 9.9b 


6 MX Simulator . 2.99 

Phantom ..... 2.99 

Transmuto-r .. .2 99 

Panic ...-. 2 99 

On Cue .... 2.99 

Pro Golf . 2 99 

Jocky Wilson s Darts ... . 2.99 

Little Devil . £-9& 

Screaming Wings .. 2.99 

Domain oi the Undead . 2.99 

Space Lobsters . 2.99 

. .1 AtMfi 2 99 

Aslrodroid . 2 99 

Gauntlet .. 2.99 


Pro Mountain Bike Simulator 2.99 

Spellbound ... 2.99 

Zaxxon ..-. 2|g 

Super Zaxxbtl 2.99 

Mad Jan, .. . 2 99 

War Coptpr ..... 2.99 

Space Wars . .. 2 94 

Speed run .... 299 

AsIrodrOid .... . 2 93 

Invasion . 1 99 

Daylight Robbery . 1.99 

Spooky Caslto . 1-99 

Molecule Man . 1.99 

Forbidden Forest _ .. 1.99 

Pothole Pete . ... 1 99 

Feud .. 1-99 

Crack Up . i 99 

River Rescue . 1 99 

Crystal Raider ..... 1-90 

Storm ... 1.W 

Gun law . 1-W 

Action Biker .1.99 

Desmonds Dungeon .. 1.99 

Luspstar .. 1-99 

Special Delivery .. , 1.99 

Joe Blade . 1.99 

Tamum ..... 1.99 

Powerdown ... 1.99 

Gridruriner .. . 1.99 

Sub Commander . 1-99 

Dawn Raider . 1-99 

Soccer . .... 1-99 

Bomb Fusion . 1-99 

Periscope Up . 199 

Diafy Dice . i 99 

Milk Raco ....... 1-99 

Winter Wally . 1 93 

Kick Start . 1 99 

LA SWAT . ., 1.99 

Rogue . .. . . 1.93 


SEE US AT ATARI '90 ON STAND 119 




FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK 

219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD i 
Telephone (0543) 466577/8/9 


Add 50p 10 orders less than £ 5.00. AH prices correct al 
lime ol going to press. Access or Visa orders welcome 
Please add £1 per Item tar overseas 
Please make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE' 




































































































































































































































































ITS’ A KNOCKOUT 



A nother US classic from 
Mind scape brought to 
our disk drives by 
those clever people at Sunaro 
Soil ware (sec Infiltrator, re¬ 
viewed elsewhere In tills 
issue). The lavish packaging, 
with glossy Instruction booklet 
and reference card, is home 
for o somewhat unique game - 
as far as I urn aware, the only 
wreslling simulation ever pro¬ 
duced for the 8-bit Atari. BOP 
N WRESTLE is also one of Lhe 
lew games which utilises the 
extra memory oft he 130XE- 
Allhough ll will run adequate¬ 
ly on 84 K machines, it does 
mean that the disk drive is 
kept in almost continuous 

— 

Title: BOP N WRESTLE 

Publisher: Mindscape 
Price: £9.95 disk 

Plovers 1 /2 

System $4* min, I29K ittonmended 
Reviewed by Paul Rixon 


use. so that the game plays 
rather sedately. 

Bop 'N Wrestle places you in a 
i hree dimensional ring with a 
series of mean ami angry 
wrestlers, with names such as 
Bad Barney Trouble and E<Ecd- 
iieek McCoy - a dubious 
bunch If ever there was oneT 
As Gorgeous Greg, handsome 
hero of this epic event, it’s 
your job to balllc past ten 
opponents and ultimately 
grapple for the coveted Cham¬ 
pionship belt. Wrestling man¬ 
oeuvres are carried out by a 
combination of the four main 
joystick positions (diagonals 
aren't used) and the trigger 
button. There an' twenty three 
possible moves and the neces¬ 
sary combinations for each 
arc dependant on the preced¬ 
ing position. So. for example, 
a grab might be followed by a 
head lock, armlork or a full 
nelson which In turn could be 
finished with a spin or a 
throw. 


The manual explains all 
moves in detail and it’s best to 
experiment in I wo player 
mode, minus the second play¬ 
er. before tackling the eompu 
terlsed opposition. Alternative 
ly. moves may be controlled by 
keyboard presses - however, 
unless memorising such facts 
as "I I/semi colon fora reverse 
suplex following a gra b' is 
your idea of fun, it might be 
wise to persevere with those 
f! d d ly joy stick coi i tma n d s! 
Graphics are quite well done 
(though not as stunning as 
the screen shots on the pack¬ 


aging] and Include some 
amusing animation, albeit 
rather slow and Jerky without 
the additional RAM. rhe 
sound features a momentary 
burst of recognisable (jusltj 
speech for the count to three, 
and also a lively theme tune, 

If you're suffering withdrawal 
symptoms after the removal of 
riVs Saturday wrestling slot 
then this is obviously the 
game you need Remember, 
it's only available in limited 
quantities from Sunaro - von 
may never find another wrest¬ 
ling simulation for your Alart. 



pilots. With ambitions to be 



T he company who 
pioneered budget 
priced software on the 
8-hit micros and subsequently 
produced a string of Atari hits 
have hern keeping unusually 
quiet in recent months. But 
fear not - Maslertronlc are 
back with a new release lhal 
appears In be worthy of the 
wait! 

PROTECTOR features a 
scrolling split screen display 
and some pleasantly drawn 
scenery representing lhe vast 
Nevada Desert - home, indeed. 
L(.i Fori Racket, lhe US Army 
school lor would-be helicopter 


come the slic kest chopper ace 
ibis side of the Iron Curtain, 
you arc faced with a strategic 
battle of wits againsl a human 
or computerised opponent. 

LItlless you're one of those 
people who struggles to nego¬ 
tiate the joystick out ol its 
storage box. forget the latter 
option though - lhe automated 
pilot is far loo predictable and 
ridiculously simple lo beat, 
even on the advanced difficul¬ 
ty selling. 

The game itself is actually 
quite straightforward, but 
with two evenly matched 


human players I his is as 
much a point in favour as a 
subject for criticism. All you 
have to do is collect three sup¬ 
ply boxes, one at a time, from 
lhe desert landscape and ferry’ 
them back In your helicopter 
lo Lhe cavern headquarters. 
Collect all three and you have 
the necessary ingredients of ei 
bomb suitable for dropping on 
your opporient' s base easy. 
eh? 

The fun begins when one 
player decides to steal sup¬ 
plies from the other player's 
base - the ensuing battle ran 
be quite entertaining- One tac¬ 
tic is I o patiently wait until 
your opponent’s collected all 
the supplies anti then slip In 
and steal the assembled bomb 
at the latest opportunity, Of 
course, once caught out the 
first time, your opponent will 
be waiting lo retaliate with a 
similar ploy! To add an extra 
dimension of excitement, each 


player is armed with a Gatling 
cannon - useful for mid-air 
encounters and the fuel sup¬ 
ply is extremely limited, so 
you must frequently return to 
the hell-pad Ibr a re‘fill. 

As one of the few arcade 
games in which you can't lose 
a life', PROTECTOR Is a uni 
quely refreshing challenge. 
Both graphics and sound (the 
music is remarkably similar lo 
so met hing JVc heard in an ST 
demo but I can’t remember 
which one!) are competently 
engineered and the game 
scores highly in terms oi play¬ 
ability surely the most Im 
port ant factor. Good stuff from 
Maslertronie! 


Title PROTECTOR 

Publisher Mosteriranic 
Price: £2.99 

Players ! /2 
Loading 9.5 minutes 
Reviewed by Paul Rixon 
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MIT GAMES ... MIT GAMES ... MIT GAMES 



NOT SO GENTLE JHIBO 


N ot a new game as such, 
but a very welcome im¬ 
port of a sophisticated 
package Iruiil respected US 
software house Mindscape. IN¬ 
FILTRATOR is available on 
disk only and is supplied In. 
superb packaging complete 
vviih both a forty page manual 
and a c|ijk'k reference card. 

As Captain Johnny "Jimbo 
Baby' McGibbits - ace helicop¬ 
ter pilot. ballistics expert, 
neurosurgeon, rock star and 
all-round good guy. alias The 
Infiltrator - your task is to pro 
vent the Mad Leader Front des¬ 
troying Earth. The first si age 
of the game requires you to Ely 
through hostile enemy air-- 


Title INFILTRATOR 

P.jblisher: Mindscape 
Price: £9.95 disk 

Players. 1 
System 64 K min 

Reviewed by Paul Rixon 


space to a specified target area 
in the ‘Whizbang Gizmo DIIX- 
l Attack Chopper', having first 
mastered the com mis of a de¬ 
tailed and quite incredible 
helicopter flight simulator. 
Entering the Gizmo, you are 
faced with a vast array of con¬ 
trols and dials. Through the 
cockpit window you can see 
the home base and. below, the 
coniroI st ir ks wi1 h your 
bauds firmly attached! 

Like all flight simulations, it's 
important and entirely neces 
sary to spend some lime 
learning the numerous com 
nlands before you can prog 
ress with the game As well as 
joystick movements there are 
some fourteen keyboard com¬ 
mands, activating such de¬ 
vices as canons, (lares and, 
turbo boosters, in addition 
there art' warning lights, fuel, 
oil and battery gauges plus 
several other Indicators to 
monitor. 

As vou head towards (hr 


target destination you will en¬ 
counter other aircraft, some 
friendly and others not so 
friendly! The only way to de 
termine which is which is by 
requesting the pilot’s ID and 
judging by the response given. 
One you've reached the target 
and negotiated the landing 
procedure (easier said than 
done!) I he scene changes to an 
overhead perspective of the 
helicopter landing site. From 
here you embark on a ground 
mission to pulverise I he Mad 
Leader's Installation. This in¬ 
volves searching various 
buildings for security curds, 


keys and other objects whilst 
avoiding capture and attack. 
You can't afford to hang about 
either - a strict time limit is 
imposed. Complete a mission 
and you start again on a much 
more challenging assignment - 
at least, that's what it says in 
the documental ion! 

Overall, an excellent piece of 
software. Whether you're a 
ilighi siin fanatic or an arcade 
addict. Ibis is one of those 
games I hat shouldn't lx 1 mis¬ 
sed. Limited quantities are 
available now from Sunaru 
Software see their advert in 
this issue. 





ENTER THE HAWK 


nt reducing a quite re- 
I markable pac kage - a 
M. game that might never 
have left the opposite side of 
the world had it not been for 
the efforts of RAGE 6. the Ln- 
IIlienee of its dedicated read¬ 
ers and the infinite wisdom of 
the staff at Red Rat Software. 
I'm referring, of course, to 
I iAWKQUEST. a game pre¬ 
viewed fully in issue 39. E've 
now received the official re¬ 
lease and am pleased to say 
that it’s everything ] had 
hoped It would be. I under 
stand that Red Rat have ex¬ 


perienced some problems with 
the promised conversion to 
cassette, but hopefully it 
should be available soon. 

You may recall that Hawk 
quest is set in a far-olT region 
of die Universe. Your home 
planet lias developed a power¬ 
ful energy generator based on 
a unique and mystical crystal. 
Unfortunately, the crystal has 
been stolen by an enemy race 
who have disassembled it into 
live pieces and hidden each in 
an underground fortress. As 
you'd expect, the fortresses 
are guarded by nasties galore 


and t here's only one person 
could possibly battle past that 
lot! 

The mission is split into two 
sub games, the first oi which 
is a vertically scrolling shoot 
'em up similar in style to the 
arcade classic 'Xevious', ini¬ 
tially you must select a planet 
fo attack from a set of five 
alternatives. Different planets 
feature characteristic scenery 
and enemy craft, but the ob¬ 
jectives on each arc the same - 
bomb the installations, avoid 
the return fire and annihilate 
everything you can! The 
second phase of the mission is 
a complex eight-way scrolling 
shoot ’em up, your aim here to 
retrieve various items which 
ultimately lead you, to the mis¬ 
sing crystal. Traps abound, 
but a save game facility pre¬ 
vents the odd mishap being 
too disastrous. If you want to 
persevere with the secondary 
game but can’t master the 


first, you can load in a preset 
fortress - one of many 
thoughtful additions making 
this a wonderfully playable 
game. 

There's not enough room here 
to do the graphics Just Ire all 
[ will say is that they’re superb 
and you won't be disappoin¬ 
ted. The authors have done l=l 
marvellous job in creating the 
sort of game that Atari owners 
have Song been crying out lor. 
Red Slat deserve a good deal of 
appreciation, tuO - how better 
to show your thanks than by 
purchasing one of the best 
arcade games since the dag¬ 
gles invaded Fraetalusf 

— 

Title: HAWKQUEST 

Publisher Red Roi 
Price: £19.95 disk/£9,95 

cassette 

Players: 1 

Reviewed by PauJ Rixon 
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SUPPORTING YOUR ATARI 


UPGRADED TO ST? 

Don’t throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
8 bit system to your ST without the need for a costly 
interface. TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, music files and more 1o your $T 

TARITALK is just £19.95 
and is available exclusively tram PAGE 6 
- use the order farm or telephone us for credit card orders 


BLANK DISKS 


LIMITED OFFER 

FIFTY 

BLANK 3.5" DISKS 

£35 

CERTIFIED DOUBLE SIDED JAPANESE UN BRANDED TOP QUALITY DISKS 
BOXED IN FIFTIES - iw libels 


Order from PAGE 6, P,0, BOX 54, STAFFORD, SHE 10R 
Credits card orders accepted on 0785 213829 or by FAX on 0785 54355 


TRANSDISK IV 

Now available exclusively from PAGE 6 SOFTWARE 

NOW YOU CAN TRANSFER YOUR CASSETTE 
GAMES TO DISK WITH EASE 

TRANSDISK IV is a simple to use utility that will 
transfer all your cassette games to disk * easily 
and quickly! 

• Handles any type of cassette format 

• Handles cassettes that load extra levels 

• Allows several games on one disk 

• Use full memory on XL/XE machines 

• Handles cassettes that need 64k memory 

• Full step by step instructions included 

• Complete with chart of exactly how to trans¬ 
fer the more popular games 

TRANSDISK IV is £19.95 
exclusively from PAGE 6 

Post and packing Iree m UK. Sard >:heqi.fi n r P 0. Dr qiidIp Actass/Visa number 1o 

PAGE 6, P.Q, BOX 54, STAFFORD, ST16 1DR 

Telephone orders by Access ur Vise accepted. Tel. 0795 213928 


READERS OFFERS 

See this page arid inside covers for details 

FOR YOUR XL/XE 

I 1 MIDI MASTER £24.95 

□ TRANSDISK IV £19-95 


SPELL ME 

_! Cassette £4.95 

□ Disk £6,95 


f I MINI OFFICE II £14.95 

] TIME & MAGIK - cassette only_£9,95 


I I THE BIG DEMO £3 95 



ISSUE 44 DISK (with DR WHO) 

ISSUE 43 DISK (wilh ASTRQWARP) 
ISSUE 42 DISK (with BRIK-BAT) 

ISSUE 41 DISK (with DOUBLE BONUS) 
ISSUE 40 DISK [with GRIDWARS) 
ISSUE 39 DISK (with PRO GOLF) 


£2.95 
£295 
£2.95 
£2 95 
£2.95 
£2,95 


\ | TURBO BASIC (Disk) £3 95 

— | FLIGHT SIMULATOR II :with FREE BOOK) £34.95 


SCENERY DISK 1 

£12.95 

_ 

SCENERY DISK 3 

£12.95 


SCENERY DISK 5 

£12.95 


SCENERY DISK 7 

£12,95 


JAPAN 

£14,95 



SCENERY DISK 2 
SCENERY DISK 4 
SCENERY DISK 6 
SAN FRANCISCO 


£12,95 

£12.95 

£12-95 

£14.95 


Please note Ihal many Scenery disks are in very short supply 


FOR YOUR ST 

1 1 TABl-TALK 

£1995 

1 1 ST TYPING TUTOR 

£2.95 


= 

STOS BASIC 

STOS MAESTRO PLUS 

STOS SPRITES SQO 

GAMES GALORE 

£21,95 
£49.95 
£10.95 
£14.95 


= 

SPECIAL ADVENTURE OFFERS 

THE JADE STONE 

DOMES OF SHA 

£4,95 

£4.95 

□ CLIP ART COLLECTION 1 

L CLIP ART COLLECTION 2 

C CLIP ART COLLECTION 3 

£10,00 

£1000 

£10.00 


Postage included in U.K. Europe add Cl per order 
Elsewhere in the World add E2 per order 


Name 

Address 


Cheque Poslal Order enclosed for £ 

I wish to pay by Access Mastercard Eurocard Visa 
Card □□□□ □□□□ I II 'll ] I 


Please debil my credit card above with £ 
Signalure .... 



Send your order to 
PAGE 6 PUBLISHING 
P.O, BOX, 54, STAFFORD, ST16 1 DR 

Pleas* allow up lO 20 d^ys t&r delivery 

Pleas? lesi free to phplcopy this lorn or wr le your order f| you a: nol *ar>i to cm: Ihe marine 
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BACK ISSUES 


Only these issues 
are now available! 


PAGE 6 back issues represent an excellent way of increasing Ihe 
enjoyment ol your Atari with articles to enlighten you, programs to 
lype In and reviews of software to guide you. Almost alt of the content 
ol past issues are as Iresh and relevant today as when they first 
appeared. Disks are available for all issues, containing all the 8-blt 
programs from each issue ready to run, and they often include 
bonuses not found in the magazine. 


THE FOLLOWING ISSUES ARE STILL AVAILABLE 

fjjrflJJrfi ■ Our massive survey no all the WAR GAMES available tor the B-Ult Atari 
hearts this issue which also includes a greal type-in synmesiser listing called ORIGINAL 
SYNTH other I tilings include FONT FACTORY, a nice character editor and a challeng¬ 
ing game called BOWL TRAP. A tenure or Ml. more Tutoriat Subroutines. a long 
leature on THE NEVE RENDING STORT, reviews of ROADWAFt 2000 and THE DUNGEON 
plus many maro are also in Ihis issue. ST SECRETS, a new series or ST programming 
begins with a look at sound and llie ST reviews section includes IMG SCAN, BASE 
TWO, TEMFIS and many more. 

a DISK AVAILABLE - All the extra files for ORIGINAL 
SYNTH set up ready to nm plus nib era 

Jfcjrtff.jfcjSfli - A great card game lor 8-bit user? called, rather coins pi ring ly. WHIST 
plus a two player game of TENNIS anil a GRAPH maker lhai works on Hie m?a printer. 

A new series starts or EXPANDING YOUR ATARI and there is on eicellarl program/ 
tutorial on BUBBLE SORTING. Reviews include THE PAWN, GUILD OF THIEVES, 
SPARTADDS'U.S. DOUBLER and many more. SI users can find nut atiuut programming 
graphics w«th ST SECRETS and can read all about Hie TORBd OlZEft, PC DITTO plus 
reviews ol Tangle wood. Delendar ol The Crown, Winter Olympiad, PFOSPEHD FOR¬ 
TRAN and more 

H DISK AVAILABLE - DOUBLE SIDED with BONUS MACHINE 
CODE ARCADE GAME airly on this disk. 

ijfcWWJkfrl - Many readers bow said Ibis is our best issue y«l with an extensive 
leatune or choosing a primer lor your Atari, plus HEAVY METAL, a superb type-in 
machine language arcade game. Other type-in IIsikngs include anulbergame, CRYSTAL 
CRISIS and iwn ullllties, COLOUR TUNER and SOFTKEY, the la tier Being a super 
keyboard ‘macro'. mlllty. ST owners can hrd out more about PROGRAMMING GEM with 
another article in ihe series and mere are loads ut reviews including MASTERPLAN. 
GUNSHlP and SPECTRUM 512, There's much more in Ihis issue besides, including 
some great music tor ihe B*hii. 

H DISK AVAILABLE * including TWO BONUS GAMES thal 
are net in Ihe magazine. 

liL^Jl^f'l . A n ADVENTURE special to delight all Ians of Atari Adventuring. Exclusive 
and extensive interview with LEVEL 9, two TYPErtN & hit ADVENTURES, games reviews, 
bumper A-Z HINTS AND TIPS Jot all kinds of adverlures, a survey Of almosl every 
known Atari adventure and much more. Other Items Include DAVE T'S DISCO, FLYING 
BY THE BOOK. TUTORIAL SUBROUTINES* tbe SHELL SORT and Hie regulars. ST File 
includes a round up or ST ad ventures, a review al OUNGEONMASTER. hinls nn 
adventures and stacks Ol general games reviews. 

H DISK AVAILABLE - includes TWO BONUS 
ADVENTURES only in he round on Ibis disk. 

- Another cracking machine language game fro m Paul Lay called STAR 
RlOEfl plus HEAO0ANDER.. also lo machine code,. liUSlC BflX and SYNTH II le type 
In. MAPPING YOUR ADVENTURE shows you hew In succeed lo advenlureS, &5D SPLIT 
reveals secrets aboul Ihe BSC interlace. DESIGNER KEYS allows you to customise the 
heyhuard. Then then's BEGINNER'S BASIC glue a new series eo TURBO BASIC, reviews 
□I MERAK, Oracumis. Joe Blade and mare. For the SI we have B BOOT lo allow you 
lo boot (ram drive B, STQ5 reviewed. TRIP-A-TRCN, 5PELLBQCK. SUPERBASE PROFES¬ 
SIONAL all reviewed and you can find how to never get lost again with AUTOROUTE. 
All this plus much, much more. 

a DISK AVAILABLE - includes BONUS MACHINE CODE 
UTILITY to add 12B colours lo Alan Artist or Mlcrnpainler 
pictures. 

- Some excellent lislings including SCROLL! TEXT EDITOR, a superb 
utility rnr creating scrolling messages na the XUXE just like those on ihe ST, pins 
blast Cum. a last and Furious blast 'em up, and SUNPLQTTER which shows you (he 
position of the sun and limes anywhere in tbe world-Also FINDER tor searching ygui 
programs, Ihe first part or MACHINE CODE LIBRARY and Hie CASSETTE DATABASE. 
Loads ut reviews. as usual, including SpartaDoS X. ST File includes Ihe flral part in 
the MIDI series and coverage ol PflDTEKT sod FLAIR PAINT plus reviews of HEAD- 
COACH (where have you seen mat reviewed elsewhere?), SPRITE MASTER and a whole 
bust ol games Lot's more besides. 

H DISK AVAILABLE - Includes BONUS program UNDER 
STARTERS ORDERS, a superb horse racing game Tor all 
the family 


- A super education at program, MCQ-TEST, for revision, ho me work or tun. 
The MACHINE CODE library looks al saving unO loading memory, a utility lists a REAL 
TIME CLOCK for yoor XL Or XE and THE POOZ is a greal scrolling game. There 
are several more Matings. Th# TIPSTER begins and artistes include THE 
GAMES THEY NEVER RELEASED and more on Turbo Basic, ST owners can 
enjoy type-in rbullnes for graphics, reviews of MlNIX, FUN SCHOOL 2, 
POLICE QUEST II plus toads of games, The Ml Dints guide continues and 
John Sweeney looks el KINGS QUEST and LEISURE SUIT LARRY. 

H CHSK AVAILABLE - includes GALACTIC CRESTA 
a BONUS MACHINE CODE GAME previously re¬ 
leased commercially! 

MJL-L-JJJ 1 JH3, - The First typu-m lishing game for the Atari. CATCH DAY. beads Ihe way 
with MOUSE PART! and a NUMERICAL CONVERSIONS UTILITY also lo type lb Dinar 
lealures include PAGE MARSHAL, MAWKQUEBT, Ihe MACHINE CODE LIBRARY on Player 
Missile Graphics plus, of course, THE TIPSTER and reviews ol B-bit games including 
STAR WARS, The ST -section includes reviews ol THE JADE STONE and DOMES OF SHA, 
the Mrdiofs quid a lo tbe SEQUENCER, a new column an STDS PROGRAMMING plus 
many, many reviews including GDInRUSH and GALOREGON'S DOMAIN. 

H DISK AVAILABLE - includes PRO GOLF as a BONUS 
Superb IB hole action with all ihe opiums Plus a con¬ 
struction kit id build your own courses 

IJL-A-jlf JJrl - Read all about Sub logic, Ihe company thal brought Flight Simulation 
la in* Atari Programs include SHIFT It, a mind boggling siloing puzzle game and 
MEAN MOTOR for last racing A simple educational program is LEARN TD READ which 
you can easily adapt and K-TYPE will improve your touch typing. All these plus tbe 
Machine Code Library, Cassette Database, The Tipster and much more. For ST fans 
the STDS column has lype in listings and there are reviews ul ARMADA. JET, 
BATTLETECH and many mart- Also the final pari In the Midiol'S Guide to Music, 

H DISK AVAILABLE - includes BONUS machine 
language game GRIDWARS 

iBfflia Seme neat 8-bil utllilies including LI5TIF, a new command tor Basic 
and LClQDUMP lor the Star colour printer. Games include Bill Halsall’l great SNAKES 
ALIVE for up lo twenty players! PICMATlCS is a nice educational program to leach 
maths, and articles include Ike MACHINE CODE LIBRARY., CONFESSIONS OF AN 
ADVENTURE ADDICT and more. $T users can enjoy reviews ul INDIANA JONES, 
POSTMAN PAT, HlSOFT C, DEMON'S WINTER and many, many more. There is also 
the firsl instalment at MAKING MUSIC and, el course. THE STOS COLUMN complete 
with type In game 

H DISK AVAILABLE - includes DOUBLE BONUS ot TRAK- 
STAfi and BLDKREAO. Two great machine language 
games 

I - Cheat at cassette game? with the TAPESTER. play games with TO THE 
RESCUE;and HOT ROD RAIDER. Expand your programming knowledge wilh MULTI- 
MOUSE, MACHINE CODE LIBRARY and HEXSAVER- Plus three pages otTME TIPSTER 
|including the solution H) Quasi For Eternity), lots ol reviews and TUftBU BASIC ST 
owners can enjoy reviews Ol NEODESK. SGAPEGHQST and a ho$l ol games together 
with the regular Music Column and our STOS COLUMN wilh 1ype-in programs 

H DISK AVAILABLE wilh BONUS game BRIK-BAT. a classic 
machine language program 

A major tutorial on OlSPLA! LISTS heads the features In Ihis issue 
wilh Ihe normal top class typo-in games including SKIRMISH, in which you control SIX 
planes al unco and BIORHYTHM MONITOR to Check whether today is a good flay There 
is a hardware project lor a WRITE PROTECT SWITCH and a couple ol good utllilies 
lor cassette users - tapeSIEFi Mkll and VERIFY!. Plus Dungeons & Dragons. The 
Tipster, reviews and more. Do the ST side we have the regular STOS column with a 
program Irom SIOS author Franegts Lionet plus reviews cl GAMES GALORE HILLSFAR 
and DAILY DOUBLE among many others and a round up ol all the DEMOB available 
In ihe Public Domain,. 

H DISK AVAILABLE Wilh DOUBLE BONUS ASTROWARP a 
2 pi oyer space game and SOUTH SEAS TRADER a 
£i mutation 


VfgiMfrTijH The following Issues are SOLD OUT 

ALL ISSUES PRIOR TO ISSUE 31 and ISSUE 35 


BACK ISSUES are Et,5C each In itie UK, £2,40 lor Eun)|ie or surface mail elsewhere and L3-5Q for Air Mail outside Europe. Prices include postage, 
ISSUE DISKS are for any 4Bk or 64k B-bil Atari. Each disk Is £2,05, Postage FREE in U,K, Oversees add £1 per ertter (any number of disks! 
Send your order to PAGE 6, PO BOX 54, STAFFORD, ST16 1DR. ENGLAND- ACCESS and VISA accepted. Telephone D7B5 21392® 
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contact ... contact ... contact ... contact 


FOR SALE 


XE SYSTEM: 65XE, XC 12 
cassette recorder joystick, 
over £iOQ worth of games 
and BW leievis on, £140. 
Phone Paul on: 0606-559185. 
evenings and weekends 

PRINTER: 1020 Printer/Pkrt- 
l&r. £50. Touch Tablet, £30. 
Bo|h hosted in v g c.. plus 
software (original). Ring 
Stephen on: 0773-533746 

ST MEGA SYSTEM: MEGA 
i. Megaliie 60 Hard Disk, phi¬ 
lips colour monitor SM124 
mono monitor, SF314 exter¬ 
nal 'loppy onvc. Slar LG" ^ 
printer, VidiST and over 
£ 1 COO won 1 1 of software plus 
some books and magazines, 
all lor fnoo. Phone T im on: 
021 353 2703 (Evenings and 
weekends) 

ST SYSTEM. 104OST and Hi¬ 
res B W MprtilQr. £350 u 0 
Phone D Barr on 0793 
•3753^7 (Day) or 0793- 
376706 (mghl) 

BOOKS & MAGS: Mapping 
The Alan. £10; Computer Ani¬ 
mation Primer. £10; Adv¬ 
anced Programming Techni¬ 
ques £8: Computers Atari 
Collection Vol 1. £6; 6502 Re¬ 
ference guide. £5: Mastering 
the Atari 600XL 800XL 400 
5 600. £3; ROM Assembler 
Cartridge £ 10: Turbo Basic 
Compiler (disk). £3. Two 
games 20 magazines: 14 
Alan Users, 2 Page 6, 2 
Monitor and 4 various titles. 
£10 the loti Write tc P Mor¬ 
ris. H3A Ccanleigh Road. 
Southboume, Bournemouth, 
Dorsel BH6 5JN. (Postage 
free) 

XE SYSTEM: 130XE, 1050 
drive ■+ software. £150 Up¬ 
grading to ST re nee lew 
price Also software ctearout. 
5AE for delai-ls to. A.E Tal¬ 
bot, 68 Carlisle Slreel, 
Spnngburn, Glasgow G?i 
1EF ’ 

PRINTER: 1027 LQ in excel 
sent condition, complete with 
leads, ink rollers, Alar Writer 
P ; js software and all manuals 
m original box, £75. Also 
1010 data recorder in excel- 
lent condition complete with 
leads. Atan Touch Typing 
software (two cassettes) and 
all manuals, £25 Telephone 
(Gifts) 0452-714533 

8-8IT BARGAINS: As new, 
"wo XF551 360K disk drives. 
SpartaDOS X, 650 Interface, 
XCt2 cassette plus many ori¬ 
ginal software tilles including 
MAC65, some books and 
magazines, £250. Phone Tim 
on: 02 1 -358-2708 (Evenings 
and weekends) 

XL SYSTEM: 800X1, 1050 
disk drive, tape deck, joystick, 
magazines. 200+ games on 
iape & disk, hip splits, £225, 
Tel: Wells (0749)-7531 f 


XE SYSTEM: 65XE. includes 
all leads, manuals and XC12 
data recorder, boxed as new. 
only 6 months old; about 70 
games (over £300 worth): 30 
Atari magazines from January 
1967 up to date: games list¬ 
ing book. Cheetah 125+ joys¬ 
tick. No splits. Buyer pays 
poslage or collects. Sell for 
£30D- Phone Craig on - Lin¬ 
coln (0522)-528318 1 

XL SYSTEM: SO0XL expan 
ded 10 256K, 1050 with Doub¬ 
ler, 1027 Printer. Touch Tab¬ 
let, Light Pen, Joysticks, 
Mouse, Centronics printer 
lead, cartridges (Atari Artist. 
Assembler-'Editor. Basic XE. 
dock, SpartaDOS X), Soft¬ 
ware (Fighier Pilot Hitch-Hik¬ 
er's. Mini Office Page Mar¬ 
shall. Turbo Basic, Forth. 

Tan-Talk, Textpro. CAD and 
more), Literature (Technical 
Notes, De Rc Atari. Mapping 
The Atari several machine 
code tutors plus 60 maga 
zines). Also Compuierhouse 
Controller Card (not filled) 
with 80 column emulator. 
Omnimon and Utramon. 

£300, Phone Dave on: 
0277-559098 lo arrange de¬ 
livery in Essex 

PRINTER: Brand new 1029. 
complete wfth manual and rib¬ 
bon, £100 an 0- Tel: Black¬ 
burn {0254} -240649 any turne 

XL SYSTEM: 600XL. 1050 
disk drive with US Doubler tit¬ 
led. lOlOdata recorder, 1029 
printer, 190 disks including 
disk boxes lull of games & 
utilities, tots ot Atari User 
mags, plus dust covers, in¬ 
structions and some tapes. 
£260 the lot o r will split. Tel: 
0254-394835 

XL SYSTEM: B00XL. 1050 
disk drive, software including 
Mini Of lice ft, Superscript 
Swift Spreadsheet Leader- 
board. International Karate, 
Silicon Dreams, Jewels Of 
Darkness, Mercenary, Scoo¬ 
ter, Slarquake & others too 
cap. disk box, Page 6 and 
Atari User magazines, joys¬ 
tick and printer interface. 

£200 0 n.o K.A.M Wright. 15 
Garrick Drive, Dalgety Bay. 
Fife KY11 5YB (Tel: 
0363-822358) 

800 SYSTEM: 800+ 1010 
iape recorder, £100 worth of 
software, wfth all leads and 
instructions. Open to offers. 
Phone 0733-276389 after 
0pm 

BOOK; "Atan Games S Re¬ 
creations" by Prentice Hall. 
£8.00. Unwanted grft Tel: 
Belfast 625430 

8-BIT BARGAINS: Business/ 
Ulilities/Games; Tutorials. 
Backs; Magazines. Far loo 
many to list! Write to: 

S. Beauchamp. 1 Gosden 
Close, Furnace Green, Craw¬ 
ley, West Sussex RH10 6SE 
or Phone: 0293-511706 


XL SYSTEM: 8QQXL, Phone- 
mark data recorder, 3 joys¬ 
ticks. 3yrs of Alari User 
{issues t-12: Vote 2,3 S 4) + 
cl hers, over 1 30 games worth 
over £300, Iape hacker utility, 
dual cover &. manuals, £100 
o.u.o Tel: 0383-622798 and 
ask for Sieve 

HANDHELD COMPUTER; 

Atari Portfolio togelher w th 
parallel interface and two 
manuals, £200 o.n.o. Tel: 
0375-675757 (Evenings) 

XE SYSTEM: Complete with 
lighl gun. Flight Simulator II, 
etc. plus XC12 w4h some 
ames on cassette, only £60. 
hone: Macclesfield 
(0625)-31357 after 6pm 

XE SYSTEM: 130XE, XF551 
drive. XC12 recorder, disk 
box. disks. Miydos 4 . 5 .. over 
£200 of original software 
games (mostly on casseiie) 
□Ijs Computes 1st and 2nd 
Book Ot Atari (No splits). 
£350o.n.o Tel. 

021-742-6038 

XE SYSTEM: 65XE, XC12 
dataeprder, joystick Mapping 
The Atari (Revised edition), 
Games For The Atari book, 
£25 worth of software, in ex¬ 
cellent working order and 
boxed as now. £75 Or open lo 
offers. Phone Chris on: 
0602-845336 Will deliver in 
Nottingham area 

XE SYSTEM: 130XE, 1050 
diskdrive. 1029 painter. 1020 
prints: pioiier ana XC12 cas¬ 
sette plus Atari Touch Tablet, 
also some software (on disk 
& cassette 1 . Assembly Ian 
guage books and DBS Mac- 
65 assembler.'edilor. Will sell 
tor £350 o.n .0 May separate 
some items. Corftaci Paul or 
Mark at. 14 Meadow Road. 
Oldbury, Warley. Wesl Mid¬ 
lands B68 HPG 

XE SYSTEM: 100XE.diSk 
drive, hyper chip, recorder, 
speech synthesiser, lefts of 
magazines & software, disks 
and holder, everything in 
working order and lotal value 
ol over £500. selling tbr C250 
o.n.o. Buyer collecte. Phone: 
0203 441632 

8-BIT SOFTWARE: Me Man¬ 
ager 800. £15 00: VisicaJc. 
£10.00 plus some games. 

Also pnnler interface, books, 
elc Offers. Phone: 

0702-fit 0424 

8-BIT BARGAINS: Maga 
zmes & loads o< top qualify 
original software (C+D) and 
60+ utilities Will spirt Ring 
0463 720533 and ask for 
Matthew 

TECHNICAL REFERENCE 
NOTES: 40ar@cio including 
Operating System Users 
Manual. Operating System 
Source Iteting & Hardware 
Manual in brand new condi¬ 
tion. unused bul punched for 
British A4 size files Phono: 
0602-253644 


XE SYSTEM; 13QXE, £40: 
60DXL £20: 400, offers? Also 
Atari half-meg drive for the 
ST, offers? Tei Christian 
(0502)-585815 

XL SYSTEM: 800 XL, 1010 
data recorder, some software 
ail boxed and m excellent 
condition, sell lor £50.00 
o n.P Tel: 0533-771707 after 
6pm 

600XL SPARES: Power Unit. 
Ferguson MC01 composite 
video lead. Modulator, Com 
plete set ot Atari User (Data¬ 
base! magazines, offers? Mmi 
Office ll £10.00 o.n.o. Tel: M. 
Newman (0277J-264626 
{Office) or |0245)i-268063 
(Home) 

SERIAL INTERFACE: Mira 
de Data’an with mufti-view- 
lerm software program (new); 
Bulletin Board. Telex. Prestel. 
Micwnet suitable lor 8 O 0 XL, 
130XE, 65XE. bargain, cost 
new £59,95, Sell for £30.00 
Also original adventure game 
still in packaging. Seven 
Cities Of Gold, was £29.95. 
first £5.00 secures! Ring Les 
on; 021-783-S0Q7 (Birm¬ 
ingham) 

ROM LOGO: Including manu 
a Is, £10 00. Please write to' 

E Steffens, Raw&on Street 
Leicester LEi 9BG 

ATARI MAGAZINES: Tho 

very FIRST edition of Atari 
User, May 1965 Decant be f 
1976 plus Page 6 Issue 7 
[Jan 84) to Issue 30 (Dec 87). 
£30 o.n.o. Phone Kevin on: 
Dean (0594)-5438|2 

PRINTER: 1027, letter quality 
I ft excellent condition, com¬ 
plete with manual, leads, ink 
roller and bDllie, £75.00 post 
age paid. Tel: 0742-561605 
after 6.30pm 


WANTED 


6-BIT UTILITY: Required to 
either transfer Transdi&k IV or 
Taskmaster programs to ROB 
C or back ’a cassette + a 
Binary lo cassette transfer 
ulftity Write to- Colin Brunt, 

47 Longfellow Drive, Herring 
thorpe. "Rotherham S65 2LH 

DISK DRIVE: 1050, in the 
Lancashire area. Must be in 
good working order, any 
reasonable price paid Ring 
David on: 0942-602961 alter 
5pm 

DRUM KIT; Swap for Alan 

800XL, 1050 drive, data re¬ 
corder, disks, lapse, dust 
cover, power packs, books, 
mags, desk, speech synth.. 
joysticks. (Photo ot kit re¬ 
quired 1 Phone Simon on 
0843-63495 (Thanel) 


SPY HUNTER: Has anybody 
got this game on casseiie 
who would be willing 10 sell it 
to me tor £4.(X> including 
postage? Tel , Le-icesler 
(0533)886653 

JET SET WILLY: Wanted tor 
XE.'XL machine. Will pay 
£1 50. Write to: 213 High 
Slreel, Taike Bills. Staffs. 

ST7 1QQ 

TURBO BASIC: Will pay 
good price tor this program 
on Iape. Write lo; Simon Cox, 
47 Bobgreen Court. Whitley 
Wood, Reading RG2 SUE or 
Phone: Reading 660177 

UTILITIES: Turbo Basic ton 
cassette) and an Assembler. 
Write to: D. Bonnia, Block l 
Door A. Flat 4. Eucalyptus 
Street. Scm Gwam, MALTA 

DOS 3: I have an 80QXL Can 
anyone help me obtain a 
copy ot DOS 3 master disk" 5 f 
have some files on this old 
system that I would like to 
unlock. Write to: Bernard M. 
Adams. 14e Clayton Streel 
Wesl, Newcastle- upon -Tyne. 
(091-251-7422) 

ST OUTFIT: Swap my 80OXL. 
1050 disk drive. XC12 recor¬ 
der. software 8 magazines in 
mint ccndilion. Tel: Milton 
Keynes 609839 

DISK DRIVE: Has anyone gol 
a 1050 or XFS51 disk drive 
1ft ey wish lo sell? Must be 
complete wfth manuals, ele , 
and be in good working order. 
Phone Gary Oft - 0702-470628 

MANUAL: 1 st Word Xlent 
word processor manual tor 
8O0XI Wilt accepl original or 
pholocopy. Willing to pay 
shipping costs. Looking to ex 
pand to 256K ..need chips 
and instructions, make otter, 
Also looking for Issue 26 of 
Page 6, with or w-'o disk All 
replies answered 1 Jonathan, 
Banker, c/o Suttertin, Elsas- 
setStr 5. 7850 tiorraeh-2, 
WEST GERMANY 

LISTINGS HELP: Does any¬ 
one have the listing 'Get ft 
Right IP from Alan User? 
Write lo: A. Dumilrescu. 190 
C 0 I 1 nmill. Potegiass, Dunmur- 
ry, Belfast. N .Ireland BTi7 
0AU 

DISK DRIVE: XF551 dr 
105Oi'U.S. Doubler wilft DOS 
XE or SpartaDOS. Tel: 
0205-353446 after 5pm 

INSTRUCTIONS: For Sound 
Machine (Peter Finzel Pro¬ 
ductions - 1 986). This is a 
German program so it may be 
a bit rare, but it anyone can 
help I would be very much 
obliged. Phone (0843)-63495 
(Thanet) and ask lor Simon or 
leave a message 


MORE OVERLEAF oar 
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AVAILABLE 
AT LAST! 


NOW YOU CAN RUN A MIDI SYNTH WITH YOUR XL/XE! 


MIDIMASTER is the only Midi interface 
and sequencing program available for the 
Atari XL/XE - with it you can control any 
Midi equipped synthesiser 


MIDIMASTER features 

• 8 track sequencer for real time 
recording and playback 


MIDIMASTER is £24.95 complete with in- • 
terface, software and manual # 

Make your Atari come alive with real • 

music - you won't believe the difference! 


Use the order form on page 49 or write to 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. 
Credit card orders accepted on 0735 213923 or by FAX on 


Any Midi channel or voice can be used 

AMS music player o •. . * 

Voice patch editors 
for Casio CZ and 
Yamaha DX 


0785 54355 



r 
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contact extra... contact extra... 


ft-BIT SYSTEMS REPLAY: 

Sound sampling package. 
Must be in perlecl condition 
complete with cartridge, disk, 
interface with full inslructions. 
Will pay up SO £25 Of Swap for 
BQOXL (no power lead) + 

XC i2 dais recorder (pedeci 
condition) + 2 manuals and 
games. Please phone (Wol¬ 
verhampton) 495S91 after 
6pm weekdays except Thurs¬ 
day and Saturday. Ask for 
Lee 

HELP: I am looking for a 
program to convert standard 
62 secior picture fites over lo 
Print Shop Magic screen, ill 
you can help, please ring or 
write to. Les Tayldf, 99 Bre 
don Road, Stourbridge. West 
Midlands, DYB 4LA or Tel. 
0364-379575 

DISK DRIVE & PRINTER: 

Must 0e in good working 
order, pnce as per condition 
[No XF551 s! 1 ). Ring Algie on: 
061-993- 5694 slier 7pm. Can 
colled in London area 

DISK DRIVE: 1050 in good 
working order. Will pay £50 
and colled from London or 
Birmingham onfy. Phone 
Steven on: 061-561-6597 
a'ler 6pm 


MUSIC PROGS: FdV the 

130 XE (casselie-basedj. pre¬ 
ferably machine code with 
good edib'eompose facilities. 
Must be cheap! Any help on 
music uS«ng Basic gratefully 
received!!! Write now to: 

R.Taylor. 43 Livingstone Ter¬ 
race, Irvine, Ayrshire KA12 
SDN 

ATARI U5EH MAGS: Issues 
OCTOBER & NOVEMBER 
1 96 5 plus FE BRUARY 1 966. 
Phone: 0296-71 -2441 or wrile 
to: 14 Verney Road, Winslow. 
Bucks MK18 3BL 

REFERENCE MANUAL: 

BASIC reference manual ur¬ 
gently needed please. Good 
condition, good price 1 All calls 
to: Andrew C. Thompson, 135 
Henllys Way, St. Dials, 
Cwmbran Gwent NP44 7NF 
or Tel: Cwmbran 
{ 06333 : 1-64135 

PRINTER CONNECTION: 

For Epson (centronics para¬ 
llel). Musi work withoul the 
need for special driver soft¬ 
ware and must be cheap, 
around £10,!>D Wrile to: E. 
Steffens, Rawscm Street 
Leicester. LEI 9BG 


HEAD OVER HEELS: Has 

anyone gol a copy of this 
game that lhey are willing to 
sell 9 H so, please contact 
Steven on: 0423 869127 
(after 4pm) 


PENPALS 


XE PENPALS: I have a 65XE 
and .would like to swap 
games wilh and write to girl or 
boy. Please wrile ta: Simon 
Cox. 47 Bcbgreen Court. 
Whitley Wood. Reading RG2 
SUE 

FRENCH-AMERICAM LINK: 

I am looking for penpals in 
Ihe U.SA and Canada lo ex¬ 
change hints and rips. Please 
contact- Jerome Bernard. 7 
Villa Jacquemonl, 75017, 
Paris. FRANCE 


PRINTER HELP: Can any 

body please help me with a 
1029 problem 9 The symp¬ 
toms ol the fault indicale a 
broker print head, Can any¬ 
body help me in locating one" 1 
Write to: Mr.F. Thoroe-Willelt, 
26 Cedar Grove. Redcar, 
Cleveland TSiG 3LX 

8 -BIT USERS: I have an 
8O0XL-256K. 1D50 drive and 
Epson pr>nler. I would like to 
hear from any 6-bit user to 
swap hints, lips. etc. I have a 
massive collection of U.S A 
software titles and books. Ail 
letters answered. Write lo: 
Peter Giraldo. Apahado 
70363, Zona Postal iO?i-A. 
Los Ruices. Caracas. VENE¬ 
ZUELA 

XL. XE USERS; Ray, Owner 
ol 130XE. 1050 drive and 4iQ 
dalacorder needs help, 
advice, software, hardware, 


hints &. tips. I have 60G 
games and will swap wilh any 
age in any area Write So: R. 
Astley. 20 Stand Rise Ra.dc- 
litfe. Manchester M26 9BT 

XE HELP!: Anyone between 
13 16 willing to give help or a 
game problem (System 6 
Pools). Wnfe to: Brian Crook. 
215 Warrmgion Road. Goose 
Green. Wigan, Lancs WN3 
6PA 

6- BIT PENPAL; Is there any 
one oul there who wants to 
be my penpai? I am cal ed 
Tryslan and I own an SGOXL 
and 10tO tape unit All tape 
users grab your pens and 
write to; Tryslan Negus, 23 
Newbridge Way, Truro. Corn¬ 
wall TFU 3LX, 


MAXIMUM 

35 

words only 
PLEASE 
50 words allowed 
on PENPALS 


CONTACT is FREE of charge and may be used by any genuine 
Atari ciithudast For contacting other owners. Any notice may 
be included except thim- offering software only for sale or 
exchange vr those offering items for sale commercially. The 
Editor reserves the right ta omit any notice received at his 
discretion, 

Send your CONTACT notice to CONTACT, PAGE 6, P.O. Box 54 r 
Stafford, ST 16 1 |1R, Please write your notice on a separate 
shekel of paper, not as part of a letter. 
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The budget scene is new beginning to expend 
beyond shoot 'em ups with 16 ffbtz introducing simu¬ 
lations end ad ventures at the £4,99 level Look out 
for CONFLICT a Middle East political simulation in 
which (fie aim is to force the collapse of four neigh¬ 
bouring governments with military and economic for¬ 
ces and GftlMBLOOD described as a gothic whodun¬ 
nit written toy the author of Midwinter. Electronic Arts 
are into the futuristic sports arena with TRIBAL a 
game for up to three p layers controlling eight teams 
who come together to play a match on a pitch of five 
quarters and in three timed halts, Sounds confusing! 
fnfogrames continue in their frenetic French way with 
lots more releases including BUBBLE +, EAGLE'S 
RIDER and POP UP all arcade games and ALPHA 
WAVES which they describe as 'emotional software' 
as follows, ALPHA WAVES is not just a new game but 
a new concept, A concept born from the MEW AGE. 
The marriage of the spirit and technology. These are 
the base elements which form the idea of NEW AGE. 
An idea which has Inspired the Infogrames creating 
team to imagine a game which stimulates the brain 
and brings it to a deep relaxation which can provoke 
a state of dreaming. The game-play is of unique 
conception. The management of an hern in a cube 
space in three dimensions. The item has to negotiate 
a platform and stairway in order to reach the magic 
door. This three dimensional world is also inhabited 
by polygonal beings endowed with an intelligence 
and language which are not of this world. But the 
game goes further. Alpha Waves is more than a 
fascinating game-play in an extraordinary universe. 

To the simple playing pleasure is added the search 
for harmonious sounds in the alpha wave range. The 
rooms also emit alpha wave frequencies and this 
stimulates the mind and deep dream-state relaxa¬ 
tion, When diving info the universe of Alpha Waves, 
you wilt encounter new sensations. Beyond the pro¬ 
jection of the player there is a response from the 
machine. For the first time ever, the interactive 
medium goes beyond reflection and intelligence. One 
could say that Alpha Waves establishes a communi¬ 
cation between the micro-computer and mankind, A 
communication created by the frequencies emitted 
by the computer and understood by the human brain 
beyond the conscious. I just love the way the 
French write these things! What it all means is any¬ 
one's guess. I wonder what they are on when they 
dream all this stuff up, I bet it's not just alpha waves! 
On a more mundane level Infogrames are also re¬ 
leasing several 'simulators' including BRIDGE SIMU¬ 
LATOR. DAMES SIMULATOR (apparently Polish 
Draughts), BILLIARDS SIMULATOR and PINBALL 
SIMULATOR. Electrocoin is a new company specialis¬ 
ing in coin-op games and now fuming its sights to the 
ST. The first release is TIME SOLDIER converted 
from the arcade original in which the player controls 
one of the Earth Commandos through six Eras to 
face the mighty Gylend, conqueror of galaxies, in a 
fight to the death. Finally, Virgin Mastertronic have 
signed up Magnetic Scrolls whose next release will 
be WONDERLAND with over 300 interactive illustra¬ 
tions. Hopefully weTI bring you a full review soon, 



TRIBAL from 
Electronic Arts 
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ALPHA WAVES - 
‘emotional software 
from Infogrames 



MURDER IN SPACE 
from Infogrames 


BUBBLE + 

- Infogrames 
follow tip to 
Bubble Ghost 
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ROLE PLAYING 


DRAKKHEN 

DUNGEONS & DRAGONS GALLIC STYLE 


M ore mouse d,riven, Dungeons 
and Dragons style mayhem lor 
all you Fantasy Role Playing 
freaks! This time a fairly comprehensive 
offering from the French covering both 
wilderness and dungeons, with myriads 
of weapons, armour, monsters and 
magical artefacts such as sceptres of 
luck and rings of impalpability! 

The wilderness is a brilliant 3-D scroll 
ing landscape which you can explore in 
any direction. Stay on the roads to start 
with, as nearly everything you need to 
find is near a road, and if you leave them 
you can easily gel lost (use the moun 
tains as compass points). Make sure you 
arc wearing all your armour as the whole 
island is heavily populated with beings 
intent on your demise! 

Dump into (he cross at ihe crossroads to 
the west for your tirst experience of the 
superb animated graphics as you arc 1 
attacked by a giant hound's head! Save 
frequently (have some spare character 
disks ready]! 

South of there you will find some houses 
where you can pick up a few hints from 
the local Inhabitants. But don’t stray loo 
far south, the southern desert is the 
deadliest area of the Island, heavily 
populated wiih small dragons which 
swoop down at you Space Harrier style, 
The east of ihe desert is even worse with 
giant dragons which land on lop of your 
characters and breath fire until they arc 
dead! (You really need to wait until you 
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arc armed wilh 
Drags before you 
have much 
chance against 
them Drags are 
giant swords 
which closely re¬ 
semble chain¬ 
saws!) 

East from your 
starting poinl you 
will come to your 
first puzzle: a cas- 
ile surrounded by 
a shark Infested 
moat. I low do you 
get In without 
being eaten? Alt 1 will say is make sure 
you have a Priest and a Magician in your 
party since they gel different spells and 
you need lots of spells to finish the game! 
Movement In the wilderness Js always 
done as a group, only switching in lo four 
character mode for the lights. But in the 
castle dungeons you always work with 
lour separate characters, They can go off 
to different rooms, and indeed need to do 
so to solve some of the puzzles, 'flit 1 
dungeons are easy to map, being a series 
of interconnected rooms. Bui you will 
need to do a kit of fighting and a litt le bit 
of problem solving in order to explore 
them fully. When they are not fighting, 
your characters can move around the 
rooms, examining and finding items, 
manipulating levers and talking to the 
locals - very similar lo Sierra's Quesl 
series, bill all icon-driven. 

Do Ik: sure and talk lo everyone 
you need Ihcir Information in follow 
your fittest, whic h naturally requires 
you to save the world (again!). I 
won't spoil your fun by revealing 
what you need to do. I’ll just say 
that I have explored five castles of 
about twenty-seven rooms each so 
far. ] think [ only need one more 
item lo reach the end game. 1 have 
one last castle lo find a way in to 
and I still haven't used Disk 3! This 
is a BIG game, 

Most of (he controls are pretty good, 
but there are some frustrating aspects to 
it. Although Drakkhen Is mainly mouse- 
driven you need to use the keyboard fre 
qucnlly as well. 

Spell-casting is generally difficult to con¬ 
trol sometimes It won't throw your spell 
because you don’t have enough magic 
points, sometimes because someone has 


thrown an anti-magic spell, sometimes 
because of how you selected it and some¬ 
times it just won’t and you have to re¬ 
boot! Sometimes, in a fight. It ibrows ihe 
same spell until you run out of power. 
Definitely frustrating! 

Likewise fighting can be controlled indi¬ 
vidually in theory, but in practice the 
system isn’t really up to it and I found it 
best lo just ready my characters then 
click on Group Combat and Ice the com¬ 
puter handle the fight - just stand ready 
with the spells and healing potions! 
Death comes a little too easily lor my 
liking, especially since you cannot SAVE 
in a dungeon! You also need to do an 
awful Ini of fighting to gel your levels up 
high enough to survive in the nastier 
parts of the world! And some critical 
messages scroll up before you can read 
them arid arc NOT redisplayed! A little 
more thought oil some aspects of the 
implement a I ion could have made this an 
even more enjoyable game to play. 

Beware if you have a small [V some of 
the text is difficult to read on mine be 
cause of the choice of colours. Finally 
thanks lo The Guiding Light (0898- 
338933 - noon to midnight - 38p/25p 
per minute} for a couple of hints! 

• GAMEFLAY - Mostly very good 
with an interesting plot 

• GRAPHICS - Excellent land 
scapes f dungeons f monsters and 
animation 

• SOUND - Lots of nice effects 

• VERDICT - Frustrating at times 
but overall highiy addictive - very 
good value for money 
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DRAGONS 
OF FLAME 


opening donrs, 
et c- Min nr en ha n 
aements include: 
use of found 
weapons, keys¬ 
trokes to bypass the menu, 



T he follow-up to FJeroes 
of the Lance continues 
I he adventures of the 
highly popular DRAGON L- 
APJCE characters as they light 
their way to the caves of Sla- 
Morf and round the fortress of 
Pax TTiarkas. (The full story la 
in the last 100 pages of Dra¬ 
gons of Autumn Twilight!) 

The game system is basically 
die same as Heroes [see issue 
37); a joystick-controlled, 
horizontally- sc rolling, fan tasy - 
based, shoot-cm up. You'll 
meed to make a rough map to 
help you in your quest for two 
hostages, the captured elven 
princess faiurano. anti the 
fabled Wy mis layer sword. 
Count your slops Eind watch 
your compass! 

line leading character Is dis¬ 
played and does all the fight 
ing wit h swords, axes, hows 
Eind Eirrows, etc. The space bar 
gets you a menu for throwing 
spells, choosing the leader. 


and ability for Raistlim to 
throw spells during a fight. 
Major enhancement: a 
Gaunt let-style, bird's eye view 
section added to the from of 
the game as you cross the wil¬ 
derness to discover the secret 
entrance to the fortress. You 
can meet friendly characters 
who will tell you where to find 
supplies, give hints, and even 
join ihc parly. Fights, howev¬ 
er. take place in the normal 
aide-view mode. 

Other than that it is very 
similar to Heroes of the Lance, 
with die same limitations: the 
dungeon is pretty simple - 
once you know the way 
through you can plluy the com¬ 
plete game in under half an 
hour; the monsters are too 


easy to defeat once you have 
goi used to the system; and 
your party Is far too powerful 
you need only pul the right 
guy at the front, heal hirn now 
and then, use just one of 
Ralstlln's spells occasionally, 
find the entrance to Sla-Mori 
and one secret door. Rest and 
Open as required, and pick up 
Wymislayer, The rest of the 
characters, spells and com 
mands are superfluous as are 
all (he various artefacts. 

It is a good system, Eind 3 eiiu 
sure SSI could develop a far 
better total game with It If they 
triid. Is there an audience out 
there that wants this sort of 
thing? Or are they just selling 
M on the hack of the DRA¬ 
GON LUSfCE logo? 



FACTS 


Title: DRAGONS OF 

FLAME 

Publisher; TSR/SSI - US Gold 
Price; £24,99 

Reviewer: John Swe&ney 


SIGHT & SOUND 


The graphics and animated 
fights are excellent ■ shame 
they don t put as much money 
into the gameptay 


GAMEPLAY 


Basically an arcade-style, 
scrolling beat-em up with a lit¬ 
tle bit of mapping 


VERDICT 


Good fun to play, Pul loo easy 
to master and finish 




Title-: 

GHOSTS N 


GOBLINS 

Publisher 

Elite 

Price 

£19.99 

Reviewer 

John Davison jnr 


SIGHT & SOUND 


The graphics are very colourful 
and detailed and bear a very 
cfcu? resemblance fa the 
arcade original. The sound is 
goad but coufd be better 


GAMEPLA Y 


Addictive and thoroughly m- 
funatlngt 


VERDICT 


It's nol obvious why Elite re¬ 
leased this game, as it Is so 
ifmflor to G/iouis n Ghosts 


GHOSTS ‘N ! GOBUNS 



L ast issue I reviewed 
Ghouls ‘n Ghosts, 
which is actually the 
sequel to the game l have be- 
Ibre me now. 1 think a big 
Thank You to Elite is in order 
for releasing the pair In re 
verse order good thinking 
lads! Nothing like doing things 
the wrong way round! 

Well, what's different about 
the the prequel' to Ghouls 'n 
Ghosts then? Basically not a 
great dealt Yei again the game 
Involves a Vlassie fighting fan¬ 
tasy Story' where yon, the 
heroic Knight, must rescue 
the beautiful maiden from the 
demonic Overlord. Is this the 
same beautiful (but obviously 
careless!) maiden l heEiryou 
cry? Will Ihr valiant Knight 


succeed? 

When I reviewed 
the sequel to this 
game I was not 
entirely certain as 
to how similar the two really 
were Now. having examined 
the two side by side, many of 
the differences may be seen as 
superficial and mainly cosme¬ 
tic, The basic structures of the 
games ore Identical, You con¬ 
trol the Knight moving 
through the various land 
scapes, viewing the proceed¬ 
ings from the side as you try 
to avoid the various demons 
arid creatures. On your travels 
you will encounter varying 
ghoulish types of character 
from the zombies of the first 
level, through to demons, 
gliosis and strange plants 
whirh spit out blue and red 
spotty spheres (most odd). 

The graphics are again very 
close to the arcade original. 


although they are by no 
means as good as the graphics 
which grace Ghouls “n Ghosts. 
Likewise the same can be said 
for the sound effects and 
music - they’re good, but nol 
that good. 

In terms of playability Ghosts 
is both infuriating and addle 
tivc. It is Incredibly difficult to 
gel to grips with on the first 
few attempts however once 
you have got used to being 
sent back to the beginning of 
the level if you die (having first 
lost your armour so you have 
to run around in your under¬ 
wear!), the varying challenges 
become increasingly enjoyable 
to laeklc. 

The hardest part of reviewing 
I his game was in avoiding re¬ 
peating myself from the last 
Issue. The two games are very 
much alike and I cannot 
understand why both games 
should be released so close. 
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S tarflighl is a space ex 
ploratioii game of epic 
proportions, which 
allows yon to explore the un¬ 
known reaches of (lie galaxy. 

It reminded me very much of a 
complex version of the old 
classic ‘Star Trek" with a 
strong trading element added. 
Electronic Arts boast that the 
game sports a total of &0G 
planets lor the player to ex 
plore In 270 different star sys¬ 
tems. where you can interact 
wlih 7 totally different Alic*]i 
races. These range Ifom the 
insect like Velox'. the bipedal 
photosydthetic J E Iowan' 
through to normal humanoid 
and android type forms, 

'[’he objectives of the game, 
apart Irorn those which you 
sci for yourself, are firstly to 
gather as much Information 
as you possibly can. and 
secondly io generate as much 
revenue as possible. This 
allows you to maximize your 


efficiency by 
building an j 

optimal space 
craft and crew. To 

create revenue I-. 

throughout the galaxy you 
have a number of options 
available to you, from the sale 
of minerals mined from 
planets io the sale of lifeforms 
and various artifacts. Piracy is 
also a viable option, although 
it is of course frowned upon by 
the powers that be! 

The game will be very familiar 
in style to those of you who 
have had experience of the 
'Star Trek' type games I bat 
were very popular many years 
ago. The game is quite a com 
plicated strategy game, and 
given Lhe opportunity It would 
be possible to play it for 
seriously extended sessional 
it's controlled throughout 
using the mouse and a series 
of icons arid menu bars, mak 
ing it very simple to learn. 


Title: STAR? LIGHT 

Publisher: Electronic Arts 
Price: £24,99 

Reviewer: John Davison (nr 


In terms of presentation, it is 
considerably more impressive 
than 1 expected for a game of 
its type. The graphics are all 
very cleverly drawn and the 
use of colour is quilc spec Lo¬ 
cular In places, especially 
when viewing an alien being 
on the communications 
screen Also, when landing, 
the 1 image of the plane! rotat 
ing majestically in its orbit is 
quite impressive. 

Overail 'StarfUght' could best 
be described as a very compli¬ 
cated game, which, ii given 
enough time could be very 
addictive. There is more than 
enough ’depth'to enable lhe 
player to become engrossed in 
the game play and ii is a greai 
challenge which will enthral 
lovers of strategy games. 


The pnimofed graphics are all 
very impressive, especially the 
close up view of the various 
alien creatures you meet on 
your travels 


A serious strategy game ivhreh 
will undoubtedly appeal to lov¬ 
ers of this genre 


The development team set out 
to Crectfe a universe on a disk „ 
and I can honestly say that 
they have successfully man¬ 
aged to do this. Very pteosmg 


STRYX 


Title: STRYX 

Publisher: Psyelapse 
Price; £19.95 

Reviewer: John Davison jnr 


H happen Lo be 'Go 
and sort it all out 
before it gets out 

You play the; part of Siryx, a 
humanoid who is described as 
being a bit special', the pro¬ 
duct of‘Project Alpha Secure', 
the meanest fighting, smartest 
thinking machine ever In 
vented, half man half robot. 
Basically the game is a scroll¬ 
ing platform and ladders affair 
with some extra little twists. 
The main body of t he game 
takes place in lhe four domed 
cities. Each dome is linked to 
the central dome by the 'travel 
tubes’ where you must trave¬ 
rse oil a speeder bike in order 
io reach your destination. This 
particular section of the game 
is very much like a standard 
horizontally scrolling shtKit 
'em up in many ways, as your 
main objective, apart from 


reaching the end of the lube, 
is to destroy all of ihc enemies 
you encounter, 
within each dome is also an 
entrance to ‘the Hive', a vast 
mining complex where energy 
crystals can be found. The 
Hive must be traversed using 
the mining craft, and as with 
the travel tubes, it is swarm¬ 
ing with hostile androids and 
other deadly creations. The 
graphics in all of the three 
game Sections are very colour 
ful and are well up to the 
usual Psvgnosis standard, 
Stiyx Is very difficult to gel 
used Lo and al times can be 
highly infuriating, '[’hrre were 
many occasions when 1 
genuinely believed [ was get 
ling somewhere when sudden 
ly l look a severe lull and tiled. 
The game is very complex and 
ihe lew hundred words I have 
here is nowhere near enough 
lo do il full justice. 


H ere’s an example of a 
title which oozes 
quality and ineorpo 
rates all sorts of graphic fea 
tures which serve no purpose 
but for you to look at and 
think - Wowt Take for example 
disk one of this iwo disk set. It 
appears that the sole purpose 
of the first ’bool up' disk is to 
display an incredible graphics 
show! 

Anyway - onto the game. The 
robots of the Dome f'ilies have 
turned against I heir masters 
and have grouped together as 
cyborg assassins with Ihe ex 
pressed Intention of ridding 
the galaxy of human life. Now 
I bet you can’t guess what 
you've got to do, can you? Now 
It WOuldii l by any chance just 


Graphics are colourful, but the 
characters are very 
smofl compared to typical 
Psygnosis gromef. The sound is 
reasonable but could be better 


Totally infuriating to begin with, 
and it is not at first obvious how 
you Should carry out your task 


Very good. Not the best re¬ 
lease tram Psyclapse. but cer 
tainly worth checidn# out 
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AATARf ST and C* amka 


Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 
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520STE Power Pack 

£359.00 

/nc. VAT and Next Day Delivery 

Power Pack includes: 

* 5205TE 512K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

* 4096 Colour Palette 

* 0 Channel digilal stereo sound 

* 4 Joystick Ports 

* Over £550 worth of games software, including Out Run. Gauntlet 2, 
FLType, Space Harrier, Super HangGn and 16 more Top Games 

* Organiser Business Software including WQRDPROCESSOR. 
SPREADSHEET and DATABASE 

+ First BASIC and Firsl Music Utility Software 
+ FREE JOYSTICK AND FREE MOUSE MAT WORTH £4,95 

* All leads, manuals PLUS MOUSE and tree mams plug! 


5205TFM DISCOVERY PACK 

£279.00 


^lAAAi> 


NEW! lanlaslic value far money pack includes: 

* 520 STFM 512K memory keyboard with built in 1 megabyte double sided disk 
drive and TV modulator 

* Game Pack including OUTRUN SPACE HARRIER. CARRIER COMMAND and 
BOMB JACK 

* UTILITY PROGRAMMES inc STOS GAME CREATOR, NfcOCHROME painting 
package and FIRST BASIC programming language 

■* ST tutorial programme and 'DISCOVER YOUR ST' beginners guide (0 the ST 
computer 

+ PLUS MOUSE MOUSE MAT, MANUALS, ALL LEADS, METACOMCO BASIC 
AND MAINS PLUG! 


1040STE BUSINESS PACK 

£449.00 

+ includes Ike new 1 megabyte 1040STE keyboard plus over E2DQ worth ol 
business software including WORD UP wordpraccssing software, featuring 
glossary and mail merge. K-Spreed 3.0 spread sheet and SUPERBASE 
PERSONAL Database software Also includes Meiacomco BASIC. Mouse Pad. 
all Leads. Manuals and Mouse 

*■ 1040STE keyboard without software £439.00 


MEGA 1 BUSINESS Pack 

_ t £549.00 

Features'. 

* Separate- Keyboard and System Unit 

* Inc. ell software supplied with 1040 STE Business Pack 

* Pinter chip Installed for faster graphics 

Inc SMI 24 Mono Monitor....£628.00 


ACCESSORIES 


Qu'Ckshot ll Turbo Joystick.£9.9-5 

Competilien Pro 5000 Joystick.£13.95 

Competilion Pro with. Autofire.£14.95 

Konix Speedkmg Joystick.£11.95 

Red Mouse Mai wilh Am ga logo ....£5.95 
Plain bias Mouse Mat.£4.95 


Branded Memorex 3,5" DSDD Disks 

Box of 10 .£13.95 

Memorex Disk Box 

For 40 3.5" Disks .£9.95 

Amiga 1-2 Meg Expansion.£ 1 T9.9S 

Control Centre Atari or Amiga .£44.95 


Contriver Amiga and ST Mouse wiih FREF Ho der and Mouse Pad £20 95 


PRINTERS 

Star LC24-l0 24Pin incl. lead STVAmiga..£249.00 

Star LClO including interlace lead lor ST. 1 Amiga.£169 00 

Star LC1Q colour including interface lead lor SPAmiga .... ..£219 00 

Citizen 120D induding inledace lead for 5T' 1 Amiga . .£139.00 

SEICOSHA SO COLUMN PRINTERS ■ AMAZING PRICES 

Seikosha 9 pin NLQ including interlace lead lor ST'Amiga.£139 00- 

Seikosha 24 pm LQ including interlace lead ibr ST;Amiga. £239 00 


AMIGA A500 
BAT GAMES PACK 

£399.00 

Inc. VAT and Next Day Delivery 

BAT Games Pack includes: 

* Amiga A500 51 2K Keyboard with Built-in 1 Megabyte disk drive 

* Free TV modulator worth £24.99 allowing you to use Ihe Amiga with 
a normal TV. 

* DELUXE PAINT II GRAPHICS PACKAGE. 

+ PHOTON PAINT fl graphics package with animal ion worth £70.00, 

* FREE, only-just released BATMAN - THE MOVIE games software, 

* NEW ZEALAND STORY arcade games software, 

* FI 6-INTERCEPTOR - amazing 3D flight simulator software. 

* A further £230 worth ot Games Software, including BUGGY BOY. 
MERCENARY, BARBARIAN WIZBALL & six: more games. 

* FREE JOYSTICK. MOUSE MAT AND 10 BLANK DISKS. 

+ Amiga BASIC, Amiga EXTRAS 1.3. Workbench 1.3 PLUS the 
Amiga Step by Stop Tutorial 
+ All leads, manuals PLUS MOUSE and mains plug 1 



AMIGA 1 MEG 
BAT GAME PACK 

£529.00 

1 Meg Bat Games Pack includes: 



* Fitted 1 Megabyte Memory Expansion + Real Time Clock Card 

* Everything listed for (he A5Q0 Bal Game Pack 

* DRAGON'S LAIR 1 MEG MEGAGAME' 


AMIGA A50O 
CLASS OF THE 1990'S 
BUSINESS + EDUCATIONAL PACK 


£549.00 


FEATURES; 

* Amiga A50Q + TV Modulator 

* Midi interface + Software 

* Kind Words 11 word processor 
+ Page Setter DTP 

* Super Base Personal 
Database 


* Maxi pi an 5 DO Spreadsheet 

* Amiga Logo, BBC Emulator, 
Deluxe Paint II 

* Mouse mat, 10 blank disks 
and disk wall cl 


EXTERNAL DISK DRIVES 


Atari SF314 1 Megabyte ...-....£139.00 

Amiga A101D 1 Megabyte. £ 109.00 

Cumana 1 Megabyte Atari or Amiga.£89.95 

NEC 1 Megabyte Alan or Amiga . .£79.95 

Alan Megakle 30 Hard Disk. £439.00 

New 1 Commodore A59Q 20 meg har'd disk. £369.00 

A59D Hard Disk + Memory Upgrade instated. .. Phone 


MONITORS 

Commodore Amiga A1084 stereo Monitor inc lead . £269 QC 

Atari SCI 224 Colour Monitor me load. .£259 00 

Atari SMI24 Mono Monitor including lead.£119.09 

Philips CM8S33 stereo colour monitor me. lead tor ST or Amiga £259 00 



CREDIT CARD ORDERLINE *■ 0908 3780O8 (Mon - Sat 9am - 6pm) 

To order either call the ordeHtae above with your Credit Card dateile OH make a chaqua or P.O. payable to: 
Digicom Computer Servicer Ltd and Bend It with your order to Itra «ddre» betew. Colters pn also most we loom* at tho oddrott ho low. 

DIGICOM 

Unit 36, Wharf side. Fenny Stratford, MILTON KEYNES, MK2 2AZ. 

AH pnees include VAT and delivery by courier 
Licensed C radii Brokers * Written quotations available on request APR'34.5% Variable 
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ITALIA 1990 


fi-rsifc t 


any reflation to the 
actual football 
game, The soccer 
game lias well 
presented sprites 
and a well drawn pilch, con- 



A proper priced budgel 
soccer game, just in 
i time for the World 
Cup! The packaging Is the 
standard CD case and in¬ 
cludes some excellent screen 
shots an the back which are a 
fair representation of the qual¬ 
ity of picture Inside. The game 
can be Joystick or keyboard 
c ontrolled and even offers 
multiple player involvement, 
with up to two players con¬ 
trolling the players of one side 
or participating in training 
games, 

On first sight there appears to 
be quite a wealth of interest to 
be found within this inexpen 
sive game. The training game 
wherein the player controls 
very large sprites through a 
sort of Superstars contest with 
squat thrusts, push ups and 
other gymnastic tortures is 
well worth playing especially If 
you have a friend to compete 
with. Sadlv It does not bear 


irol is good with the ability to 
pitch the ball, pass, hit or kick 
thundering great overhead 
lobs. The computer Lends to 
feel that the difficulty factor 
has little to do with player 
skill but more In how often 
micro controlled players can 
scythe cynically from behind 
and thus slow r the games prog 
ress with innumerable fouls 
The llrst time I felt it repre 
st-nted a fair but not loo dilTi- 
trult opponent, it did not have 
the skill of Kick-Off though 
control of players was perhaps 
better and the [graphics cer¬ 
tainly were better. On the 
second game I found the fall 
ing in the program and since 
then have never won by less 
than 4 - 0. Unfortunately die 


computer allows the player to 
pick the ball tip in his or her 
own half dribble it with the 
power kick ready and launch 
a long hard lob from well In* 
side your own half straight 
into the opposing goal. This Is 
fine for the first few games but 
as may be imagined, becomes 
somewhat less than enthrall¬ 
ing as time goes on. The com¬ 
puter does not pick this up 
and as such there Is little 
challenge in the game. 

Overall the mechanics and 
graphics are excellent with 
acceptable spot edects- The 
second game is not quite 
strong enough to stand ori its 
own but does provide diver¬ 
sion from I he predictability of 
i he soccer game. 




i 

Title; 

ITALIA 1990 

Publisher: 

Codemostera 

Price: 

£4 99 

Reviewer 

Damon Howarfh 


SIGHT & SOUND 


Graphics ore excellent well 
drown and controlled, the 
found couW be better although 
the loading furw is reasonable 


GAMEPLAY 


Once the long ball down the 
middle Into the net is found the 
game tj very pedestrian, stight- 
ty more challenge in the train ¬ 
ing roam 


VERDICT 


There are many better com¬ 
petitors about. naf many as 
artistically successful but most 
have better gameptay - one for 
egotists 



RENAISSANCE 


ifications which 
bring the games 
more up to dale. 
All four contem¬ 
porary versions 



Title: 

RENAISSANCE 

Publisher: 

Impressions 

Price: 

£19.99 

Reviewer; 

John Davison jnr 


SIGHT & SOUND 


The contemporary versions 
have some superb graphics 
and sound effects, whereas the 
'Classic' versions are faithful to 
the originals 


GAMEPLAY 


All are truly addictive, as would 
be expected from suefr cfassie 
games 


VERDICT 


Certainly worth cheeking out tf 
you want to get copies of some 
old etassres 


R enaissance or rebirth' 
is probably the best 
possible title for this 
collection of games from soft¬ 
ware house Impressions. What 
Renaissance offers is a set ol 
tour of the most lamous 
arcade games ever created In 
both original 'classic’ and 
modem 'contemporary' ver¬ 
sions. The four games are In¬ 
vaders (Space Invaders), Stoek- 
Kiorm (Asteroids!. Megapede 
(Centipede), and Draxians (a 
version of Galaxians). 

The 'classic' versions of the 
games use simple graphics 
and sound, emulating the ori¬ 
ginal arcade machines which 
everyone knows so well. The 
contemporary versions howev¬ 
er incorporate some new mod- 


have vastly improved graphics 
and sound and look consider¬ 
ably more impressive than 
their classic counterparts. In 
all cases the graphics look 
more solid and are colour 
shaded to superb effect Poss¬ 
ibly the most effective content 
pnrarv game is 'Rockslonn 
which is a beautiful develop¬ 
ment of Asteroids, The rocks 
are excellently drawn and the 
ships are minutely detailed to 
give a great modern’ appear 
ance to a game which is well 
over ten years old (a lifetime in 
the world of computers!) 

To describe the separate 
games would be pointless as, 
unless you’ve been living orl 
another planet, you undoub¬ 
tedly have seen or Indeed own 


at least one variant on these 
games. They originate from 
the time when all games 
seemed new, exciting, and 
addictive, and it's easy to de¬ 
tect their influence in many of 
today's games, which often are 
merely very elaborate versions 
of them. 

In terms of playability it is 
difficult to beat these old clas 
sic s, There are no complicated 
and elaborate goals which you 
have to achieve, all that is 
necessary is that you shoot 
anything that moves with the 
intention of gaining a high 
score and saving the Earth 
from a fate worse than death 
at the hands of the alien Mas- 
ties’ Also, the urge destroy 
more aliens each time was a 
gripping one. and once you’d 
started to play It was diffiruft 
to deny yourself'just one more 

g°- 
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T his game presents an 
interesting concept in 
simulations to follow 
[he path and stages of the now 
infamous Paris - Dakar Hally 
in one of the remarkable off¬ 
road vehicles. The game oilers 
the choirc of three levels 
either basic vehicle, custom 
vehicle or race vehicle. r Hie 
further from standard you 
chose the faster you can travel 
hot the more likely you are to 
break down. Sadly from my 
point of view there was no op¬ 
tion to iry the trail bikes 
which are hitting the motor¬ 
cycle market even though they 
are featured on the cover. 

The game Is packed in a stur¬ 
dy box showing accurate 
screenshots of the between 
stage si ills and comes with a 
comprehensive manual. After 
overcoming the copy prolee■ 
tiori following (he advice of the 
book for first choice Is wise - 
lake the standard car and just 


stage. In the race stage 111 ere 
is a marked out road across 
desert wastes (common out¬ 
side Paris!) which you can 
traverse or not according to 
your whim or skill wilh the 
mouse. The road Is lar I ruin 
even and bone jarring jolts 
occur with frighteningly real 
sound effects, there is the op¬ 
tion to navigate by compass 
but sadly I found much in 
common with Maggie’s little 
boy when trying this. The ca r 
is controlled by mouse or op¬ 
tional joystick and these cars 
an 1 all automatics so no gear 
shift is needed. The overland 
stage is similar to this but 
there is no marked route and 
it is up to you to navigate from 
A to H as quickly as possible. 

As a reward for completing a 


stage a picture will appear 
representing your journey. 

The actual rare stages are 
very well done and the control 
is very similar to that found in 
the Ferrari simulator, it is 
possible to race as in the nor 
mal race track style of game 
and I he various vehicles that 
appear are good replicas of the 
vehicles normally concerned. 
All the graphics llow smoothly 
with many whimsical touches 
about the game. [ especially 
liked the trucks festooned with 
bits of broken car Interming¬ 
led wilh the skulls of desert 
creatures. 

This is a game for the think¬ 
ing boy rac er and I would re¬ 
commend it to anyone who 
fancies a different sort ol race. 



FACTS 


Title: PARIS - DAKAR 

RALLY 

Publisher: Tomahawk 
Price; £24,99 
Reviewer: Damon Ho worth 


SIGHT & SOUND 


The graphics and moving spe- 
cial screens are well done and 1 
the sounds vary from the fright- 
eningly realistic to the adegu- 
atety sampled 


GAMEPLAY 


j?>e game works weN and 
achieves oft it sets out to do, it 
takes practice although the 
basic level is very forgiving 


VERDICT 


Well worth buying it you have 
any pretensions to simulation 
driving games. Remember 
though it is not Pole position 
and takes some thought 



Title: 

CHAOS STRIKES 


BACK 

Publisher: 

FTL/Mirrorsoft 

Price: 

£24 99 

Reviewer 

John Sweeney 


SIGHT & SOUND 


Mote wonderful graphics and 
animation - 


GAMEPLAY 


The mix of exploration, problem 
sotving and high-speed, 
mouse-driveo fighting, speli 
throwing , and dodging is 
superb 




VERDICT 


Highly addictive, it you Aired 
Dungeon Master then buy it 

NOW!- 


STRIKES BACK 


M ore of the best 

Dungeons and Dra¬ 
gons style game evert 
Officially billed as Expansion 
Set # l lor Dungeon Master, 
you don't actually need to 
have DM in order to play it! 
You dn however need to have 
played 1 enough ot it in order to 
know bow to cast all the 
spells! You can bring your old 
characters across from DM. or 
select from 24 brand new 
high-level characters. 

If you have not seen Dungeon 
Master and you are interested 
in D&D. RPG. Fantasy, or Just 
a superb game then see I he 
reviews In issues 33 and 34 or 
beg. borrow or BUY a copy o( 
it. You won’t be disappointed. 
CSB is not for the beginner! It 


throws you 
straight in the 
deep end - In the 
dark, attacked by 
hordes of very 
nasty, giant, poisonous worms 
In a locked room! Game play is 
Identical to DM but wilh new 
monsters, weapons, puzzles, 
traps, and ten new 32x32 
levels. There are basically 
eight separate paths Itwo lor 
each class - Fighter, Ninja, 
Wizard, Priest) which weave 
across all the levels and only 
meet in a few general areas. 
There arc vast numbers of 
teleports and pits, some of 
which move you between the 
paths. And with some of the 
teleports being Invisible it is 
very easy to get lost f 
If you like this type of game I 
need say no more, so lei’s use 
this spare for some hints: 
Prison: There are two secret 
doors. You can only open one 


cell - reboot if it won't open. 
Start: YOU are generating the 
worms by walking on a certain 
square. Don't miss secret 
doors: east of first room: side 
passage from "Supplies"- 
Junction: The corridors from 
the junction have randomf?)/ 
timed (?) teleports to identical 
corridors. Counting the start 
as level zero then you may be 
on -3 {the real junction) or -1 
or -4! Very confusing! 

Lost? Go down. All four paths 
meet at the bottom [level 5) 
through secret doors to a tele¬ 
port back to the Junction, 
Special items: Some items 
(e.g. Dragon Armour) are dIs 
tributed randomly at the be¬ 
ginning of the game. 
Diabolical Demon Directors: 
You can't reach all paths ini¬ 
tially. Hie NE pit blocking the 
way to the Ninja route is the 
nastiest (eontrolled by eve on 
wall near Turquoise keyhole). 
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ST GAMES 


WAYNE GRETZKY 

HOCKEY 




l 1 




The packaging informed mt 
ihal this was the same com¬ 
pany who had produced my 
favourite American Football 
Simitation (G rtdiror i). 

I loaded the game from the 
first of two disks while taking 
time to read the very compre¬ 
hensive manual, which ex j 
plained that the game was a 
one or two player strategy and 
arcade game. The copy protec 
lion entailed identifying a 
player from a page in the 
book. This should not he so 
difficult except that the same 
pose with slightly different 
shadings is used and at times 
the procedure is rather like an 
IQ test’ Having passed this 
test I entered into a game that 
offered me a bewildering selec¬ 
tion of menus and choices. 

Careful perusal of the b*>ok 
shewed me what l wanted and 
I selected the ’play and coach’ 
option. Tins meant that not 
only did 1 control one player 


with my mouse f 

but l also called | [ j/ 

subsl iintc learns jU j 

on in ihr ire and 

shuffled players 
round for various situations. 
The play was fast and furious 
and 1 found il necessary to 
seled (he slower option with 
the larger guide cursor. Your 
player follows a cursor around 
the screen, the distance from 
the player regulates speed and 
the direction is the point of 
aim of the skater. The graphic¬ 
al representation of this last 
sport is excellent, as are the 
penalty calls where the referee 
will make the appropriate 
hand signals and the call Is 
signalled by words as well. 
Further into the game I was 
amazed to witness a fight (cru¬ 
cial to so many ice hockey 
games!) In digitised video re 
play, Indeed the back screen 
shows various replays and 
scoring fireworks, which all 






added a great deal to the 
atmosphere. The gameplay 
was excellent and as practice 
made me at lea si able to spot 
the puck 1 actually scored a 
goal- sadly the opposition did 
a lot better than that! 

The icing on flits particular 
all round simulation cake was 
the stats chart wherein every 
action From penalties suffered 
to goals scored is logged and 
thus monitoring your team is 
a simplef?) matter of course. If 
you just like mouse wiggling 
then you can allow the com¬ 
puter to coach or you can 
coach as the computer plays 
or you can just watch the 
computer play against Itself, It 
you are an ice hockey fan or 
even just interested this game 
is well worth considering. 


Title: WAYNE GRETZKY 

HOCKEY 

Publisher: Belhesda Sottworks 
Price: £24.99 

Reviewer: Damon Howarth 


Noisy and welt digitised, sprite 
handling is excellent and fast, 
Spot tx are apt and well 
handled 


So good 1 telt like t'd been 
playing tor real fast user 
friendly, and fun 


Go on buy if, even the not so 
sporty should like It 


-moo 




Title PENGUIN 

Publisher; fiWore Soft wore 
Price- Damon Howarth 

Reviewer: £19:95 


Very good pictures, well ani¬ 
mated and a tivefy soundtrack 


Infuriatingly funny „ very tricky to 
play well and a good ail round 
effort 


This couid have been a budget 
game judging from the pack¬ 
aging, but it is innovative and 
deserves a looking at by pros¬ 
pective buyers 



PENGUIN 


P enguin is an Interesting 
and slightly different 
sort of platform and 
ladders variant. The ideais to 
guide between 1 and 4 pen¬ 
guins through various maze 
tracks by using the mouse io 
move obstacles nr provide 
bridges and thus allow the 
birds to make it to the exit 
without falling into acid pools 
or being energy drained. 

The sound is quiie lilting 
being fairly Jolly with occa¬ 
sional simulated penguin 
squeaks. The system of con¬ 
trol is quite novel and emails 
the player picking various 
Icons up from the map lo 
place In other locations in 
order to expedite the progress, 
Since I he game moves fairly 


quickly any option 
above a one pen¬ 
guin control is a 
little frantic. The 
maps are quite 
complex and thus routing a 
way through becomes steadily 
harder, Sinte an Icon may 
only be placed In a slut desig¬ 
ned for that particular object 
there is a great deal of 
peripheral vision needed to 
put the dangerous or hand 
(capping objects away from 
the route desired. 

Fortunately there are various 
methods to pause the game 
and the Penguins and this 
allows for breathing space. For 
masochists with the STE there 
is an option to use the Blilier 
chip. Quite why anyone would 
want this to run faster is 
beyond me. It is quite hard 
enough! The game shows 
much loving care but a sur 
prisingly low key approach to 


packaging, tl comes in a wallet 
type of folder with a piece of 
yellow A4 for the Instructions. 
In this era of budget games 
the packaging does not Justify 
ibe almost .£20 price lag bui 
on the other hand the game as 
a whole Is well presented with 
very busy screens and useful 
menus. The game is fun and 
makes a change from Jumping 
and bouncing abou t ihe 
screen. The game Is well 
worth trying and shows II was 
created hv someone with a 
sense of fun. 

There are apparently plans 
afom to bring more data disks 
out to expand the perils of the 
penguins since the instruc¬ 
tions advertise their imminent 
arrival, however since I have 
had great difficulty making it 
past the third screen with one 
penguin that option would 
seem to appeal only to a dyed 
in the wool pengomaniac. 
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WARCAMES 


FIRE-BRIGADE 

THE BATTLES FOR KIEV 



F ire-Brigade Is a simulation of the 
vicious battle(s) for Kiev in late 
1943. This was a very Intense and 
bloody fight on both sides, and, as in 
most conflicts ol this type [and especially 
conflicts in Russia}, success depends 
more on the logistical support Ol the 
attacking army than any oilier lad or. 

The lirsi thing to strike you when you 
open Fire-Brigade is the manual, which 
although based on the Mac desktop ver¬ 
sion is still easy to use and well laid-out. 
A tutorial scenario has been included, 
and the authors have no hesitation in 
throwing you into l he Fray as quickly as 
possible. This scenario is nol only an 
entertaining game in itself, bnl also in 
traduces the basic controls needed to 
master the game. Each Icon is explained 
in a user-friendly and. thankfully, illus- 
trated way. After about an hour you will 
be able 10 go on to one of the more 
advanced scenarios, each of these lasting 
from diree to eigbi hours (according to 
the manual) or considerably longer (if 
you are like met). 

You can get an overview of your main 
command centres [Korps/Army HQs) on 
the Strategic Map. but most of the action 
takes place on the close-up Tactical map 
which displays all your units (about thlr 
ty each in the biggest scenario]. This is a 
standard Gem window which you can 
scroll in the normal manner with the 
mouse and the scroll bars. The whole 
game Is mouse driven, either Issuing 


Title: 

FIRE-BRIGADE 


Publisher 

Panther Games 


Price: 

£29.99 


Reviewer: 

John Sweeney 



commands (Pur¬ 
sue, Attack. 

Assault, Hold, De¬ 
fend, Delay, With¬ 
draw. Travel} via 
Icons to your half 
a dozen or so HQs 
or working 

through menu 
windows to allo¬ 
cate support 
(ground. air. 
transport, supply, 
etc.} or reserves, 

El is very Flexible. 

You can issue any 
commands in any 
order before telling U to run the Move/ 
Combat phases - which are delightfully 
swift! Then you can review lots of reports 
in any order. Fire "brigade contains sortie 
excellent features, from the easy to 
understand liable reports (also showing 
how the historical battles fared at similar 
times! to the 'Staff feature, which allows 
you as the General to concentrate on the 
overall view of the conflict, nol having to 
worry about minor details and logistics, 
'[’he further you advance, the more im¬ 
portant support is, and therefore it is 
vital 1o keep an eye on the stale ol your 
troops by way ol the excellent OPS func¬ 
tion provided. Til is function also show 
the level of your Irnnps morale, another 
important consideration. As the battle 
commences, your troops (either the Rus¬ 
sians or 1 he Germans) are in good 
spirits, but a Tier a time you will fiaicE 
units withdrawn automatically to re¬ 
group ‘off-map’ due to having been 
chewed out so badly' as the manual 
subtly puts it. 

The entire approach of the game is 
similar to having a human opponent 
around a games table with a couple 
of beers, from the Initial expletive 
when you try to load the game in 
Low Res, io I he chatty feel oE" the 
manual Itself- However, the game 
also provides a few annoyances. 
Some oi the Icons are veiy similar to 
each other, not enough to cause dll 
licully. but Just enough to make you 
have to check each time you wart In 
Issue an order to a unli. Units on the 
map appear very reginlenlcdf!) in close 
proximity, as if laid out on grid lines, and 
not in the kind ol confused muddle one 
would ex pee I The map It se If (en si Iv 
understood and well laid out) changes 


during the game to reflect night-time and 
weather conditions, but some of the com¬ 
binations used make ils interpretation, a 
little different. You can play on Colour or 
Mono systems t but If you have a Colour 
520 the map only uses two colours (but 
is si ill perfectly playable) . Single-sided 
drive owners will need someone to copy 
the files on to two disks. 

War gaming beginners beware, you will 
he confronted by phrases such as his¬ 
torical step-loss ratios" even In die Tuto¬ 
rial, hut don't worry - the manual is very 
comprehensive and If you persevere all 
will become clear! 

Computer wargaming is a line replace¬ 
ment for table-topping, needing Less 
space, no opponent and having save 
game options but still kills to capture the 
look ol tank formations thundering 
across the Eastern Front, Fire Brigade 
suffers a little fmm this lack of Teel', but 
more than makes up fur it in the rest of 
the game which is entertaining and more 
than capable of keeping you stuck In 
from of your ST for many a long hour. 

Many thanks to Roger Gerrtsh for the 
bulk ol this review and ihe many hours 
spent playing I he game! 

• GAMEPLAY- Well implemented, 
complex, comprehensive r simula¬ 
tion of fhe battle for Kiev, for one 
or fwo players on the .same or 
linked computers 

m GRAPHICS - Utilitarian, hut 
more than adequate for this sort 
of game 

• VERDICT - Very good value if 
you like sophisticated wargames 
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later. Unlike Dave s collection of programs, PSSED 
concentrates purely on the voice patch editing and 
librarian functions. It was written by Bryan Kenner- 
ley of Rhyl, Clwyd and is now available from Page G 
as PSS Disk No. 2. 'Hie disk also contains compre 
hcnsive documentation, which includes a description 
of what all those voice parameters actually do! Mar 
vellous! 

On loading PSSED the first thing to strike you is its 
professional looking screen presentation, which uses 
a non-GEM custom windowing system. Bryan claims 
this makes for faster operation. There are eight win 
dows In all, but these arc neatly fitted together to give 
the screen an overall clean and uncluttered appear¬ 
ance. 

GRAPHICAL LEDS 


John S Davison s 
regular guide to 
all the ways 
of making music 
on your favourite 
computer 


H i. everyone? Here we go with another Making 
Music column* and this one’s rather special 
for me anyway as It's the one hundredth 
article I’ve written for Page 6 Publishing. They 
haven'i all been published, of course, so .1 
won’t do any celebrating until the Editor actually puts 
one hundred into the magazine? Anyway, enough of that, 
let's get on to this issue's topics. 

CHEAP AND GOOD 

Good MIDI software for the ST can be very expensive, 
with much of ii costing well over £100. It s therefore 
quite something to find good quality MIDI music prog¬ 
rams for Just £2.95, and that's exactly what we've got in 
the Page 6 PD Library, '[’wo recent additions in particular 
offer excellent quality and outstanding value lor money, 
these being 1 he PSSED voic e patch editor and ihc Cosh 
Sequencer. I Intended covering both of them this issue, 
but the MIDI Music Show won the battle for the spare, 
so I've left Cosh for next time, 

PSSED is a voice patch editor for the Yamaha PSS 
series of home synthesiser keyboards [I^S EDitor. ged- 
dil?) r and follows hard on ihe heels of Dave Gymer's 
programs, as discussed In the last issue. Incidentally. 
Dave has updated his patch editor - more about this 


Three of the windows contain parameters for contrail 
ing the PSS's digital waveform generators, or 'oper 
ators' as they're known. There arc 36 parameters in 
total, Eind these can l>e changed simply by clicking the 
mouse on them. Some of Ihe parameters are toggles 
rather than values, and in this case the parameter has 
a red 'Light Emitting Diode’ style of Indicator next to it. 
rather like those found on [fie IMIS's front panel. Click 
ing on the parameter toggles its value, on’ being shown 
by a glowing LED alongside. 

Another window contains the Bank Selector, a series 
of five mouse selectable buttons, each with an associ¬ 
ated LED. These correspond to the five voice bank 
selector pushbuttons on the PSS'* front panel, and 
work in the same way. Clicking on a button selects the 
associated synthesiser memory bank, again indicated 
by a glowing LED. PSSED holds the voice parameters 
lor the five banks in memory arid selecting a bank 
results In its parameters being instantly displayed in 
the appropriate parameter windows. 

The MIDI Send/Receive window allows yon to send the 
live edited voice banks to the PSS, or to request and 
receive its live banks from it. This also automatically 
switches the l*HS to the voice bank currently selected 
on the screen, so you don’t have to touc h the LSS’s 
controls at this point, 

A click on the Library button brings up the Library 
screen. PSSED allows up to four patch libraries to he 
loaded and handled at any one time. A library is a set 
of 100 named voice patches, and two are supplied with 
PSSED. One contains Ihe 100 preset voices perma 
nently programmed into the PSfrs ROM. while the 
other contains 13 examples of voices produced with 
I’SSED. plus 77 spare slots you can use for your own 
patches. You can also have up to two more libraries 
(another 200 voice slots) to till up as required. Any 
library can be saved to disk or reloaded using the 
program's custom file selec tor, so (I* overall capacity 
for voice patches is essentially Infinite! 

There Is one snag. Although f had absolutely no 
trouble running PSSED on my faithful old 520STM EVe 
heard (hat there have been problems using it on newer 
versions of the ST, and not just theSTE either. The 
author is now aware of these and hopefully fry ihe time 
you read this he'll have produced aversion that runs 
reliably on all STs. If iia doubt ('all Page 6 to check it 
out before you order a copy. 

In my opinion PSSED is a piece of quality software* 
and is a pleasure to use. Once more we have to thank 
the author for releasing it inio the public domain - 
especially as E believe this one would make the grade 
as a commercial product ! Thanks Bryan - we’re all iu 
your debt! 
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THE MIDI MUSIC SHOW 

The very first show dedicated to a]I things MIDI took 
place on 7-8 April al the Novotel, Hammersmith. London- 
I went along to check iit out on behalf of Page 6. and to 
find things that might excite all you MlDImaniacs out 
there. 

The show attracted 44 exhibitors, lar fewer than most 
computer shows, but then tins is a rather more special¬ 
ised event. They were mainly small companies, in fact 
virtually all of the big Instrument manufacturers stayed 
away - no Yamaha, Roland. Casio, KawaL Korg, etc. The 
exception was Ensoniq, who not only had a stand, but 
also sponsored many of the seminars which ran through¬ 
out the two days, Unlike computer shows there were 
virtually no ’box shifters' present, and only a couple of 
stands selling cheap disks and accessories, There were 
still bargains to be had though, for instance one stand 
was selling Steinberg’s Pro-24 sequencer for Just £110 
and many were offering 'special show prices’ on their 
wares. 

My initial impression was that there wasn’t much to see, 
hut [ was si ill there six hours later when the show closed, 
having had a thoroughly enjoyable lime! I've highlighted a 
lew Ihings that: caught my attention below and have in¬ 
cluded phone numbers In east 1 you want to get more 
Information. 

One of the first things to emerge from the general 
cacophony of the exhibition hall was the glorious sound of 
a Bach Brandenburg Concerto emanating from the Digital 
Music Archives stand (phone 01'624-8774], DMA was set 
up by Richard Gonski ami Francis Monkman {of Sky 
fame), and is dedicated to producing sequenced versions 
of classical masterpieces. They sell sequencer data disks 
in all the major sequencer formats, allowing you <o pro¬ 
duce your own unique versions by changing the voices, 
etc., to your own tastes. The disks cost £19,135 each and 
sound magnificent I * 

Quin soft (phone 0737 243066) is another small company 
(hat caught my eye. Main products to date are a couple of 
voice patch librarians for Yamaha FBOI and advanced 4 
operator synlhs (TX81Z, YS-100/200, etc,], These come 
complete wilh 480 and 512 voice patches respectively, 
and seem to offer astounding value for money al just 
£24.95 each, They’re moving upmarket though, and their 
latest offering is a complete suite of programs designed to 
help wilh running a recording studio. Their next project is 
MIDI Magician, a generic cdiior and librarian. This ts 
designed to handle any make of synthesiser and can also 
cope with things like programmable reverb units such e*s 
those made by Lexicon. This will be out by year end and is 
likely In cost around £150. 

THE SAMPLING CRAZE 

The current craze for using vour ST as a sampler is still 
In full swing. Microdeal (phone 0726-680201 were showing 
Quartet, an exciting four voice sample sequencer now 
available for £49.95, This allows you to load up to 20 
different samples into the ST and then play back musical 
sequences recorded in step time or in real time from your 
MIDI keyboard - using up to four different samples simul¬ 
taneously! If none of the 100 samples provided meet your 
requirements you can record your own using Microdeal's 
Replay 4 sound digitiser cartridge [available separately ill 
£79.95), Microdeal have lots of exciting new sampler pro¬ 
ducts coming soon loo. Watch out for Quartet Stereo. 
Stereo Master Sampler,. Playback Stereo, and Replay 


Stereo, which seems to indicate the next craze will be 
stereo sampling! 

For serious sampling Audio Visual Research (phone 
05B2-4573481 were showing I heir new Pro-Series 12 sam¬ 
pler package. Al £245 a time we're talking serious money 
here tool It consists of a 12-bit high quality sampler 
cartridge; an editor lor manipulating the samples you 
record; Drumbeat 1 , a full feature drum machine program; 
and ‘MIDIplay', which allows you to play bac k samples 
directly from your MIDI keyboard. If (his ts beyond your 
means you could consider their Replay Professional pack¬ 
age, which offers similar (but lower quality?) functions for 
£129.95. 

Most unusual product oil display was MIDI Metro, a MIDI 
driven digital metronome from Q-Ejogie (phone 
0796-2001)! This Is a standard 19 inch rack mounting 
unit with 8 lights arranged in a broad arc across its front 
panel. These flash on and off sequentially and in Ume with 
MIDI clock pulses, visually emulating the sweep of a 
conductor's baton. It's great for anyone trying to play 
along live with other sequenced music tracks, but at £299 
it s probably of more interest to professional musicians. 
Finally, a word about the seminars, I attended I wo of 
these one on synthesisers and one on sampling and 
found them both fascinating. They were given by two 
experienced professionals who obviously knew what they 
doing with the Ensoniq YFX and EPS instruments used 
for the demonstrations. They also provided a welcome 
break from the noise and bustle of (he main show, 

Overall, I found the show enjoyable. It wasn't as crowded 
as computer shows usually are. but wns well enough 
supported ibr the organisers to want to run another one in 
the Autumn. Watch for the announcement. 

SNIPPETS 

As mentioned earlier. Dave Gy liter has updated his 
patch editor to include more facilities. It can now upload 
the set of five patch memories directly from the PSS. or 
import those uploaded with the System Exclusive Libra¬ 
rian utility. It can also spill the sei up inlo live individual 
patches and save any or all of them to disk. You can also 
copy nr exchange voice patches wilhin the five banks to 
position them exactly where you want them. These im¬ 
provements are well worth having, and the PSS Disk now 
includes (lie new version. Call Page 6 to find oul how to 
get your old version updated. 

If you're about fo buy a more upmarket sequencer for 
vour ST make doubly sure you check out the Steinberg 
products. They 1 Ve Just slashed llicir prices from £285 to 
£150 for the legendary lYo-24 package, and from £ 129 to 
£75 for Twelve, You'll! probably pick them up even cheaper 
if you shop around. 

,, 4+ Lower stiR in price is Dulbrokc's MlDIStudlo sc 
quencer, which has just been reduced from £99.99 to 
£49-99. Lad broke have also just Introduced MlDIStudlo 
Master, an uprated version of MlDIStudlo with over 30 
new features and costing £129.99. 

On Che MIDI hardware /rent ihrrc are still some 
excellent Casio synthesiser keyboard and expander mod¬ 
ule bargains around. Also a few From Yamaha and Kawal 
from individual dealers, Cheek (he music store adverts in 
the monthly music technology magazines for details. 

That's 11 for this time. See you next issue with details of 
the Cosh Sequencer and (hopefully!} details of a brand 
new E’age G audio cassette which demonstrates some of 
the fantastic sounds you can make via MIDI with your 
Atari 8 hi I and ST computers. • 
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ADVENTURE 


FUTURE WARS 

TIME TRAVELLERS 


H ailed as a hi-lech animated 
adventure from France, this 
elnematique' creation by one 
Paul Cnissei has been busy scooping up 
awards for Its completely Innovative 
approach and implementation of the 
computer adventure game as we know it. 
True, it Is a joy lt> play and the puzzles 
are varied and many, yet playing this one 
with an ordinary television sel hooked up 
to your ST ran he a real strain on the 
eyes! This is because the vast majority of 
the more complex puzzles are graphically 
presented on-screen wit Inn an area 
about the same size as a cigarette pack¬ 
et- I found that searching this area with 
the cursor for a specific point was parti, 
cularly difficult and very much a hit 
and-miss affair - but you do come to 
terms with it eventually. 

Conversely, the remaining ■full-screen' 
graphics as you move about an area arc 
very pleasing on the eye yet. here again, 
vou have to he very precise with the 
mouse-controlled character. It would be 
very easy lo compare Future Wars with 
other games from Lucaslilms or Sierra 
On-Line but this really is a unique varia¬ 
tion on the 'animated-adventure' theme. 
Reading the game documentation you 
learn that Earth is secretly under attack 
from a race of time-travelling aliens 
known as Crughons and that they plan 
to sabotage our SOI type defences BE¬ 
FORE they are built! You are the reluc¬ 
tant hero whose task is (you guessed it!!) 
to save the World. 

As the game begins, you are a humble 
window cleaner situated outside the 
upper reaches of a glass dominated sky¬ 
scraper, Tilings begin to gel interesting 
when you enter the interior ot this build 
ing and once you've managed to dodge 
your boss and figure out the way beyond 
lhe first office then tile game really hots 
up, 

Your character is moved by clicking on 
the screen at a point that you wish him 
to approach, all hough this can be a little 
frustrating when you're In a hurry, The 
simple command menus arc quick and 


Title: 

FUTURE WARS:TEME 


TRAVELLERS 

Publisher: 

ralace/Delphine 

Price; 

£24.95 

Reviewer: 

fnhri R. Barnsley 


easy to man ip u 
late as arc SAVE 
and RESTORE fc 
atures. I rerom 
mend a thorough 
exploration of all 
the options before 
settling down and 
attempting to 
solve this adven 
tore, as your 
vocabulary' is 
very limited to say 
the least, The 'OP¬ 
ERATE' and ’USE’ 
functions, for in¬ 
stance. will vary 



considerably according to the circumst¬ 
ances and will invoke SHAKE, THROW. 
OPEN, CLOSE and many more but it is 
easier than fumbling around the 
keyboard for the correct combination of 
words to input. This is. perhaps, just us 
well as several English words arc mis¬ 
spelt or their meanings have changed 
during the translation! 

There arc many situations where timing 
is critical and I found myself having to 
SAVE on nearly every screen before dfil¬ 
ing to progress further or explore the 
current options. 

As with other games of this genre, there 
are a number cjf sequences within the 
game that come under program control, 
allowing (or causing?) the player to just 
sit back and watch the action or read 
screens of text. 

The copy protection method is reputed 
by the author to be the near-perfect solu 
lion lo deter software piracy; the placing 
of a transparent gridded template over a 
coloured picture from the manual and 
clicking on the correct eo-ordlnate when 
prompted by the program. Tills is some¬ 
times more difficult than H al first 
appears as some areas are very similar in 
detail If riot colour and (he program will 
unmercifully l bomb-ouF if you get it 
wrong causing a complete re load from 
scratch!! 

Minor criticisms apart. Future Wars Is 
technically and graphically very well ex¬ 
ecuted - although a colour MONITOR is 
highly recommended!! The program 
appears to be bug-free and runs like a 
dream, approaching the cinematiquc' ex 
peiienre intended by its author. 1 under 
stand that Future Wars has taken about 
three years to come to fruition and I don't 
doubt it ior a moment! 


GET A GOOD START!! 

• EXAMINE the scaffolding and OPERA T£ 
the red button. 

• TAKE the bucket end OPERATE the win¬ 
dow that your Boss used. 

• Enter the room, TAKE the red plastic bag 
from the little waste paper basket on the 
tower toft 

• EXAMINE the bottom right-hand comer of 
the carpet here and take the KEY. 

• Enter the Bathroom. OPEN the cupboard 
and TAKE the insecticide- 

« USE the BUCKET at the Sink, OPEN the 
toitaI door and take the tittle flag -- it 's that 
red dot in the centre ot the door opening! 
ft USE the full bucket over your Boss's door 
and OPERATE the door on the right. 

• Enter the room, CLOSE the door, EX¬ 
AMINE the desk, OPEN the drawer and 
TAKE the paper, 

• OPEN the middle cupboard on the north 
watt, EXAMINE the type writer and note the 
code numbers . 

• EXAMINE the wail map and carefully move 
the cursor around the inset map to locate a 
Httte hole , then USE fiag in smait hole\ 

• Enter the secret passage which new 
opens , examine the box and key in the code 
■ QUICKLY before the celling crushes yout! 

• Enter the obscure door which now opens f 
OPERATE the green button on the phot p- 
ccpien put the paper in the slot, OPERATE 
the red button then quickly enter the centra 
of the white circle to teleport to the new time 
zone!! 
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APPLICATIONS 


SUPER CARD INDEX 



S uper Card Index (SCI) 

|$ a development of a 
neat little database 
program called B.Base £ pro¬ 
duced two years ago by 
B.Ware, Like its predecessor 
SCI is intended to be easy to 
use [like a card index system), 
fast, reliable and Inexpensive. 

It incorporates a number of 
1 m p rove me n I s req u ested by 
B.Base £ users, and has gen¬ 
erally been uprated to make it 
more '‘professional". 

It's supplied on a single sided 
disk with a 3£ page indexed 
instruction manual. The disk 
contains the program itself, a 
conversion utility that lets you convert 
data between B.Hase £ and SCI formats 
and back again (and also to ASCII format 
so you can load the data into your word 
processor), plus a number of sample 
databases for you to play with. One of 
these Is more t han Just a sample though, 
it's a complete set of British lelecom STD 
codes and exchange names, allowing you 
to search on cither the code or the ex¬ 
change. Very useful. 

Although it's designed to be very' simple 
it has enough functions to make It suit 
able for many home and small business 
applications, such as cataloguing collec¬ 
tions of books, software, CD's or for 
maintaining name and address records, 
and similar tasks. As with 11.Base 2. 

B.Bytes have faith in their own product 
and use SCI to hold all their customer 
data, and they claim il lias performed 
faultlessly. Basic facilities include crea¬ 
tion of a new database, adding records, 
filtering (searching) for Tecords, and up¬ 
dating, editing. deleting, and printing 
them. 

Like B.Base 2, SCI uses free formal 
records, so there's no worrying about re¬ 
cord structures, he ids. or chit a types. En¬ 
tering data is simply a ease of keying in 
whatever you want, with up to 78 char¬ 
acters per line, and tip to 16000 lines or 
32000 characters per record. Maximum 

Title: SUPER CARD INDEX 

Publisher: B*Bytes/B,Wo*e 
Price: £24.95 

Reviewer John 5 Davison 


‘very easy to use, 
fast in operation, 
surprisingly 
flexible, and it 
behaved perfectly’ 

size of database is 32767 records 
To help you enter your data you can 
assign often used character strings lo 
function keys, and input them wilh a 
single press of the appropriate key - 
potentially a big ti mesa vet- The function 
key settirtgs are saved to disk along wiih. 
your database, and you can also import 
them from one database into another 
very easily. 

Free formal records do have their [Imita¬ 
tions. As there are no fields as such, you 
can't perform arithmetic on them or pro¬ 
duce detailed customised report layouts, 
and this might restrict SCl’s use In a 
business environment. On the plus side, 
this approach does let you merge several 
dissimilar databases into one larger data 
base very' easily. One big improvement 
SCI has over B.Base 2 Is that you can 
have as many databases on a disk as you 
wish - B.Base 2 was restricted to only 
one. 

The database is held in ascending alpha 
numeric sequence in memory, so you're 
ultimately limited by your machine's 
memory' size. However, for most home 
and many small business applications 


512K is perfectly adequate. If 
not. you could always upgrade 
your ST*s memory. The advan¬ 
tage of a memory resident 
database Is its speed, and SCI 
certainly has plenty of that. 

You can find records by 
manually searching through 
them Individually, or by spe¬ 
cifying a series of search crite¬ 
ria. a process referred to as 
"filtering". Up to four different 
fillers may be set up. each 
consisting of a character 
siring of up to 30 characters 
plus an AMD or NOT operator, 
Tills allows yon to find records 
MOT containing the specified 
characters as well as the more usual way 
of working. There's also a case sensitivity 
switch, permitting you to ignore or take 
account of capital letters as required. 

'Hie filtering process is likely lo result in 
a subset of records which match the spe¬ 
cified criteria, You can then quickly step 
forwards and backwards through them 
using the cursor keys. At this point you 
can also ropy, delete, edit, add, or print 
selected records, or return to the filler 
screen for further filtering. You can also 
ask for statistics, which tell you how 
many records are in the database, how 
many filtered records you have plus the 
percentage of the total ibey represent, 
and the amount of free memory and free 
disk remaining. 

The report printing facility provided lsn‘1 
very comprehensive owing to the lack of 
individual data fields as mentioned ear 
licr. However, you can control the overall 
appearance of the reports in terms of 
numbers of lines per page, characters per 
line, spacing between records, and which 
subset of lines in each record you u r ani 
to print. This last Item allow-s you to print 
out just the name and address lines in a 
customer record, for instance. 

Overall. I found this an excellent prog¬ 
ram. It s very easy to use, last in opera¬ 
tion. surprisingly flexible, and it behaved 
perfectly during the review period. It's 
just the sort of program you need for 
quickly setting up all those little cat a 
logiif files you always promised you'd do 
on your computer but never got round to. 
It's one of those Indispensable ‘useful’ 
programs that should be in everyone’s 
collection and offers great value for 
money. Buy it. 
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accpssofy will prompt you Ibr the correct 
lime and date when you perform a cold 
boot. Subsequently clicking on the Eicces 
sory will toggle on anti off a compact 
digital display. 


dated version. It can be obtained by post 
ing your ’UK language Disk' to Silica 
Shop's technical helpline at P.O.Box 200 
Dartford, Kent, DA 14 4DZ- 


ACCESSORIES 
■THERE JUST 
WHEN YOU 
NEED THEM 


DISK MAINTENANCE 


One aspect of the Control Panel that’s 
been extensively bettered in the Public 
Domain is ihe built-in time keeping fune 
lion- A variety nf clocks may be found in 
Llie DESK ACCESSORIES 1 collection, 
including analogue dials that can be 
si/ed to fit the available space, and a 
much smaller digital ’watch’ that alsu in 
corporate h the date. I he only slight 


Many commercial packages are equip 
peri with a less than adequate range ol 
disk maintenance tools - this is reties led 
In the large number of accessories inten¬ 
ded lo relieve such deficiencies- For a 
grand selection of DOS commands, check 
out MItfIDQS found on DESK ACCES¬ 
SORIES 3. This comprises no fewer than 
TTrii 11 thirteen functions including Icss- 
[ common options to compare files. 

disks, print directories 


H ave you ever wished you cm: 
toggle between your word pr 
cesor and a game at a click 
of the mouse button, or cursed at 
the absence of format and copy 
options In your spreadsheet? How 
may times have you had to re-boot 
and search for a simple program 
lo print a directory or install a 
RAM disk? Wouldn’t ii be nice if 
ail I best Utilities were already sit¬ 
ting within the application? Well, 
of course, If Ihe software you are 
using has access to GEM then 
there is a simple solution, in the 
form of the wonderfully versatile 
desktop accessory Although a few 


Tie M 3 pi. 1 ijpucp? 


0 mcrs-Tiri? \ I pc trunks Q ft 
A [50 J) w-m_£ 


examine 

and recover deleted files (come on. 
admit ynviVc needed il loo’). DISK 
UTILITIES 3 offers three useful 
accessories (hat will complement 
just about any application. PRI¬ 
VATE EYE is a small program that 
nslant report on the 


Alam ntmbtf... . 11 i > * J 
Sf ketfd ah™ status m ~ OFF . 
Alim tint! 8S:J0:^ m Tfflnn 

ditt; M-JMI *— 11 

! h.'n+ tt wdkt up!-■-* 


J provides an 

status of your system. The para¬ 
meters displayed include mouse 
click speed* drive seek rate and 
memory statistics. FORMAT lives 
up in its unimaginative name - bu 
at an astonishingly speedy pare. Si 
ran format a double sided disk in 
a mere IK seconds’ Rounding off the trio 
FORMAT PLUS is a straigh i forward lor- 
uniUer. conspicuous by Its ease of use. 
There’s a whole lot more on (he disk 
besides lhes<’ accessories, of course. 


IUe . m cm'*: * r 

Be. ! r ' il: 7 * li C 1 !3-.-r; " '-~I: 


Alarm calls mhilcyau un>rk. r 

drawback Is that these require you to use 
the Control Panel for adjustments. DESK 
ACCESSORIES 2 features a much more 
sophisticated utility which optionally 
fixes a digital clock into the right-hand 
corner of the screen on bool up. You ceiti 
subsequently modify both time and date, 
choose 12 or 24 hour formats, toggle the 
display on anti off and also set up to lour 
alarms! Once a specified time is reached. 


THE FAMOUS DC 
ACCESSORIES 


STE CONTROL PANEL 


First of all, a note concerning ait ucces 
snry that everyone should already have 
the Control Panel. Atari's offering to con!' 
Igure your system has undergone a nttm 
her of changes since the original release, 
culminating in a 4096 colour revision for 
the new STE. Unfortunately, Atari (true 
to form! failed to complete this in time for 
the release of the enhanced machines, 
with the result that many were supplied 
with an older, incompatible Control 
Panel. If you own an STE and can’t find 
sixteen positions on the colour sliders ot 
your panel, you need to acquire the up 


a pre defined message is written to ihe 
screen and chimes sounded while the 
program waits for you to click an ark 
riowledgement. Sellings can be saved to 
disk, so if you have a battery powered 
clock card this could prove very useful 
indeed. Also oil this disk is a neat ana 
logue clock and perpetual calendar that 
can be initiated and adjusted without 
any keyboard input. If. like me. you're 
prone to forgetting lo set your clock 
altogether, the DC CLOCK accessory In 
DESKTOP UTILITIES could provide a 
useful reminder. Once installed, the 


Probably the most impressive formal ting 
utility on the S l' Is the brilliant .DC FOR¬ 
MATTER, offered as Shareware by the 
famous Double Click Software. I he 
accessorv version Included in CLASSIC 
UTILITIES doesn't Include the copy 
functions of the full-blown program 
(which you II also find on this disk] but 
cnii perform a wide variety ot formats 
with 9 or 10 sectors across HO or 82 
tracks, last or normal reads and MS- 
DOS, Magic Sac or executable bnotsci- 
tors On the same disk you will find the 
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INTERSECT RAMBABY an excellent 

accessory fur installing J-iAM disks and 
print spoolers. Rambaby presents op¬ 
tions to spectly the size Eind drive of the 
RAM disk required, and then writes an 
AUTO file to save t he chosen configura¬ 
tion. [f you’re t he lucky owner of a hard 
disk system, HDUTIL on the ACCES¬ 
SORIES fit utilities disk could be 
almost essential. As we]] as displaying 
general information about your hard 
disk, it a]low's you to search through 
directories for a specified file. There's 
another utility of interest to hard disk 
users in the gUtCK & MYSTIC compila¬ 
tion - ei small program run from the 
AUTO folder that allows you to load 
accessories out of an 'Aces’ folder, rather 
than the root - a much tidier solution. 
Here you’ll also find the eponymous Mys 
tic Formatter whose purpose is to format 
disks in the background while you con¬ 
tinue with other work. If time’s at a pre¬ 
mium. this could be an invaluable asset. 


GAMES AS WELL! 

Not all accessories are: serious,,. If you’re 
a fan of REVER&I (or Othello] then grab 
a copy of DESK ACCESSORIES 2 lor an 
excellent translation of the classic game. 
The computer plays an intelligent match 
and you may soon find yourself loading 
up the accessory disk simply to play the 
game! This is definitely one of my 
favourites, tdthough the super version of 
BREAKOUT on DESK ACCESSORIES 1 
ranks a very close second! - yet another 
great game that wi]| keep you occupied 
for hours if you’re not extremely careful! 
Elsewhere, there area number of Tun’ 
accessories which you are unlikely to 
want to install on your regular disks but 
can be entertaining, if not somewhat 
alarming, to experience - a ’melting’ tie 
sktop on the ACCESSORIES & UTILI¬ 
TIES disk, for example! 

WHY ONLY SIX 
AT A TIME? 


One of the drawbacks of accessories is 
the number you can fit onto your de¬ 
sktop, The official limit of six accessories 
can be rather frustrating given the ennr 
mous variety to choose from! Fortunate 
ly, there are a number of ways to eireum 
vent ihe restriction. ACCESSORY LOAD¬ 
ER is a clever program that enables you 
to store as many accessories as you like 
on a single disk. When you boot up. you 
arc presented with a menu from which 
you can select the six you want to use, 
'[lie program then automatically renames 
chosen accessories with an 'ACC exten¬ 
der and unselected ones with an ACX’ 
extender. You'll lind Accessory leader on 
DESK ACCESSORIES 2. But what if you 
need more than six accessaries slmul- 



Dotihlc {.lick Sq/h-oarc 
haue built an excellent 
reputation for top quality 
sharetvare programs. DC 
FORMAT is just one of the 
range of DC accessories 
and utilities available in 
the public domain 



Time for games but mind you don't get hooked! 


taneouslv? If you have suffi¬ 
cient memory. DC STUFFER 
Is the program you need. 

This is an excellent utility 
that allows you to place up to 
thirty-two accessories into a 
separate folder called ’Stuf 
fer’. DC Stuffer sits in the 
root as a normal accessory, 
but selecting It provides ac¬ 
cess to the contents of the 
'Stuffer' folder via a secon¬ 
dary' menu. DC Stuffer is one 
of several ingenious acrossor 
ies on the DESKTOP UTILI¬ 
TIES disk, If memory is li 
mltedyou might consider one of several 
accessories that combine various func¬ 
tions into one. Also on this disk, for Inst 
ance, there’s a superb shareware’ pack 
age combining ei clock, calculator, phone 
book anti memo pad with facilities for 
copying disks and displaying free E-1AM, 


handling just about any mathematical 
function you arc ever likely to need, a 
Command Line Interpreter lor MS DOS 
and CP/M enthusiasts, e-i super mini-text 
editor and a replacement for the Control 
Panel incorporating almost every option 
you could think of. A splendid mixture! 


THE 

ULTIMATE SOLUTION 


REMEMBER SOME 
ARE SHAREWARE 


You may have thought it would be a 
good Idea if the best desktop accessories 
were all gathered together and released 
eis ei single compilation - well, new to the 
libraTy this issue Is the appropriately 
named ULTIMATE DESKTOP ACCES¬ 
SORY COLLECTION containing aver 40 
individual accessories with 2 1 pages of 
documentation on a packed set of two 
disks’ Amongst an exciting Jumble of 
goodies Including many of those already 
mentioned in this article - there is a 
sophisticated calculator capable of- 


Oul ofspace EilrPEidy! If you would like to 
suggest a topic for ei future 113 World, feel 
free to drop me ej line! To oblain the disks 
mentioned in tills article, please check 
the box below - bear In mind that these 
contain many more programs than the 
selected few E ve described. Some prog¬ 
rams are Shareware which means that 
the author would like you to forward a 
donation if you find his software useful 
doing so may ensure that there will be 
many more terrific programs like these 
written in yeEirs lo come. Hye for now! 


HOW TO GET THEM 


AH of the disks referred to in this article are available from the PAGE 6 PD library. Each has 
a unique reference number which you should use when ordering or enquiring about the 
software. Please contact PAGE 6 it you don't have a copy of their Accessory Shop leaflets 
and check the system requirements for each disk . TJw disks mentioned in this article are: 


ST10- DESK ACCESSORIES 1 
$T*Q DESK ACCESSORIES 2 
ST70 - DISK UTILITIES 2 
ST30 ■ DESK ACCESSORIES $ 
ST93 ■ ACCESSORIES A UTILITIES 
ST132 - DESKTOP UTILITIES 


ST 181 - CMSS/C UTILITIES 
ST182 - QUICK A MYSTIC 
ST270 - ULTIMATE DESKTOP 
A CCESSOR Y COL L ECTIQN T 
ST271 - ULTIMATE DESKTOP 
A CCESSOR Y COL L ECTtON 2 


Prices for standard disks are E2.95 each or £2.59 each for 19 or more 
Write to PAGES, P.O.Box 54, Stafford STW 1DR 
Telephone 0785 213928 or FAX 0785 54355 with credit card orders 
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BUDGET 

DAYS 



I ri the early days of Lhe ST a cheap 
game was one which would cost 
abouL £19.95 and possibly had a 
graphics and programming content that 
would embarrass most Spectrum users. 
There was always the cry that 16 bit 
games were far too pricey and as such 
meant many owners became very poor or 
lacked the large Stable of games that 
their 8-bit counterparts amassed. The 
publishers answer to this was that 3.5" 
disks were very expensive and there Just 
was not the user base tn allow fur econo 
mies of scale. With the rapid expansion 
of 3.5" PCs and the 16-bit. the economics 
of scale cart now apply and publishers 
now see the benefits of low price games. 
The budget labels have arrived. 

Budget price Is a variable amount but 
generally means under ten pounds and 
quite often means below five pounds. So 
what sort of software do we receive in 
this bargain basement? There are gener¬ 
ally two types that appear. Firstly there 
are the specially commissioned labels of 
the large companies such as Smash 16 
and C ode Masters which normally bring 
out older games as much cheaper re- 
releases, or slightly disguised fi-bit con¬ 
versions and then there arc the small, 
'cottage Industries’ which produce It 
mi ted runs on low budgets with often 
some quite good games. 

Several budget games have found their 
way into my machine this Ume around 
and 1 have been most impressed with the 
majority of them. In this short scout 
around I shall group the games under 
their playing types rather than com¬ 
panies or types. The First that struck me 
were the Commando shoot 'em clones, 
TNT COMBAT MISSION. IKAHl WAR 
RIORS and SAS COMBAT SIMULATOR 
Obviously two of these arc re-releases 
with Ikari Warriors having been a big hit 
earlier. SAS Is a new game by code mas¬ 
ters and has large sprites and good loud 
music and surprisingly smooth sprites, it 
shares the common objective with the 
other two of getting your soldier (or so! 
dlers if two play) through the jungle 
Rarnbo style. This game compares well 
with Ikari Warriors (ENCORE software! 
which sets the standard for these as the 
best presented, most colourful, and poss¬ 
ibly one of the best of the genre I have 
encountered with Its very large and 


friendly arcade conver¬ 
sion figures and the 
touches of cartoon like 
humour encountered 
within It. Both of these 
games represent the 
value for money side of 
the market but, unfor¬ 
tunately, TNT Combat 
Mission (SMASH 16) 
comes a poor third 
when compared to 
these, Originally re¬ 
leased as TNT it does 



not feature the friendly 
controls or (he large 

sprite effects, indeed it reviewed 

is something of a 
warning with budget 
re releases. If the 

name is changed from the first issue, 
perhaps they hope it will not be remem¬ 
bered? Of the three shoot em ups I just 
preferred Ikari Warriors, but that is a 
re release, and SAS simulator is a very 
close second for a newly developed game, 
The next types of game that come in 
proliferation are the variants of the plat¬ 
form and ladders games. The games here 
are two of B.WARE'S, BILLY BOUNCE 
and JUMP JACK, and Encore's BEYOND 
THE ICE PALACE The two B.WARE 
games are novel and were obviously con¬ 
structed on. the same plan since, 
although the characters are different, the 
concept remains the same. Both games 
are superbly Illustrated with large sprites 
of friendly characters. Jump Jack is a 
small devil while Billy Bounce Is a Ball 
The biggest difference between the two is 
that Jump Jack lakes place oil a limited 
screen that needs items lu be collected in 
order to leave a Locked door while Billy 
Bounce lias a large scrolling screen to 
bounce around in order to Find his ob¬ 
jects. Both games arc amusing and frus¬ 
trating and the difference in screen for¬ 
mat allows enough Individuality to make 
them boih worthwhile purchases, when 
compared with the Ice Palace though 
both seem to pale slightly. This is a 
cheaper version of a fairly successful 
arcade romp with a small and beautifully 
formed Barbarian leaping around explor¬ 
ing dank underworlds, meeting exotic 
monsters and, with the help of the earth 
spirit pig. killing them. Both music and 
animation here are strong and [ remem- 


by Damon Howarth 


ber recommending this in an earlier Page 
G, The game is still as good and even 
cheaper. It is perhaps unfair to compare 
Ece Palace to the two ri.WARE games 
since they have different ways of obtain¬ 
ing customer satisfaction. Both b-WARE 
games have adequate and pleasant spot 
effects whereas the Ice Palace maintains 
all the full price sound and effects It 
received long ago. Any of those three are 
an excellent buy and all are wnrih trying. 
To complete this tour it Is worth looking 
at the ‘thoughtful games Smash 36’s 
WARLOCK'S QUEST and the wonderful 
CAPTAIN BLOOD. Mastert route's HUN¬ 
TER KILLER and Encore s BATTLE¬ 
SHIPS. All these are re-re leased games, 
although the Warlock's Quesl is more 
Arcade Adventure in the mould of Sor¬ 
cery, It has a split level screen with small 
sprites which, although entertaining, is 
not up to Ice Palace standard and the 
strategy element is noi strong enough to 
make it an adventure. Battleships is a 
cheaper version of a previously reviewed 
game that in this age of save the trees 
deserves buying if only to save the paper 
used in this schoolboy diversion. It is 
loud and noisy, user friendly and fun to 
watch, you can even play on your own. 
Hunter Killer is an excellent submarine 
simulation that Is deserving of long re¬ 
views. suffice it to say that the graphics 
and specialised effects on this mouse 
controlled game make it a must for 
strategy enthusiasts. It offers a realistic 
feel with suitable noises, ] found it great 
fun. 
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Top left - HUNTER KILLER 

Top right - WARLOCK S QUEST 
Bottom left - CAPTAIN BLOOD 

Bottom right - BATTLESHiFS 


Finally the bargain of the year ■ Captain 
blood for less than a liver! This was a 
classic game containing everything you 
could wish for on your ST, rii larks the 
fully detailed manual of the original but 
otherwise a whole world of colour; sound 
and puzzlement awaits. This game could 
l>e a flagship For the cheap re release. 

The only valid comment on ii is that if 
you have not y cl experienced the game, 
do buy it as even the soundtrack pleases! 
The budget market is certainly well 
worth investigating. 


GAMES REVIEWED 


BILLY BOUNCE 

Bware 

£5.00 

JUMP JACK 

Bware 

£5.00 

CAPTAIN BLOOD 

Smash 16 

£4,99 

(KARIW ARBORS 

Encore 

£9,99 

BATTLESHIPS 

Encore 

£9.99 

BEYOND THE ICE 

PALACE 

Encore 

£9 99 

SAS COMBAT 

CodeMasters 

£4.99 

HUNTER KILLER 

16 Blitz 

£4.99 

WARLOCKS QUEST Smash 16 

£4.99 

TNT COMBAT 
MISSION 

Smash 16 

£4.99 








BOOKS 


KING’S 

QUEST 

COMPANION 



A Review by John R. Barnsley 


This rteut book on the Sierra King's Quest series does more than provide 
answers and maps to pontes J to TV , Author Peter Spear ujeaues 

and elaborates on Roberta Williams' stories a bout the loorld ofDaventry, 
transforming a mere clue book into an entertaining story. 

According to the author v it all began when he started "receiving electro¬ 
nic mail from DaventryThe mail tuns from one Derek Karlavaegen* a 
seif-described writer and magician* loho dtuells in that land. fn his 
messages he describes those fantasy worlds in far more detail and colour 
than is possible in the games themselues* and Spear edited Karlavaegen's 
messages into stories that guide the reader through each of the quests. 
The first section of the book is ideal for people who flush ta discover more 
about thejxmtasy world they’re exploring t and at the same time Jind the 
answers to a puzzle or ttuo along the wag. This isjine because, unlike a 
standard malic thro ugh* there is little chance of unintentionally reading 
more than you need to knaiu and spoiling the fun by soloing other puzzles 
yourself This particular section covers about 200 of the book's 362 
pages. The solutions to the games are treated in a more direct manner in 
the section entitled ’The Fasy Way Out’. 

A 'Things To Come' section tells how to deal toith each of the main 
puzzles, and you get step-by-step solutions and maps in How To Do ft'. 

The Xing's Quest TV solution, for example * lists the five quests that you 
must complete and teams gau ta avoid areas like the Ogre's House in the 
early stages , andjinally /ieshing-out' the full solution to each quest. 

The final section of this book is 'An Encyclopaedia Of Daventry*, com¬ 
piled by Spear, which alphabetical!!/ lists every creature, person, object 
and place in the land, and then notes the King’s Quest games they are to 
be/ound in, providing a suitably^/lomery description that explains it s 
purpose and rnhere to use it. This ts the section Ifound most intriguing , 
as it offers £he_fas£est way of finding precise information on a specific 
topic. 'The Final Score' ansmers a persistent question; rr How do you get all 
the points in each game?" 

If I had to buy a clue book about the King's £uest series , this is the one 
7 d want, Jn addition to telling you everything you ever wanted to knoio 
about Daventry but were too lost-in-the-woods to ask , Peter Spear spins 
some fascinating tales of his oion,' 


THE KING’S QUEST COMPANION 
by Peter Spear 

Published by Silicon Vailey/Osborne McGraw-Hill 
Available from Page 6 at £14.95 
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OUR STOS COMPETITION 

This Issue sees the end of the super competition I launched about four 
months ago, at least it would toe if f had received any entriesMtr Yep T that's 
right, I have not seen one disk pop through my letter bo* containing an 
8-bit classic. So after a short consultation with Richard (I can't stand the 
stress) Vanner and Aaron [I’ve just thought of another brilliant game I can 
write with STOS) Fothergill we have decided to change nature of the 
competition a hit. 

1. The closing date is now August 25th 

2< Instead of writing a conversion of any old 8-bit game, we now want 
a platform game which Is faithful to old favourites tike Miner 
2049er. Manic Miner, Lode Runner and Jump Man 

3. With your entries remember to include your name, address, phone 
number (if you have one), program source code (if you submit a 
compiled program), and finally please tell us if your program has 
any special requirements 

to remind you of the brilliant prizes on offer here is a complete list 

FIRST PRIZE 

STOS MUSICIAN, STOS MAESTRO PLUS, STOS COMPILER, 
SPRITES 600, THE TOTAL MAP EDITOR (TOME) 
and MINI OFFICE PROFESSIONAL 
(COMMS. SPREADSHEET AND GRAPHICS) 

SECOND PRIZE 

GAMES GALORE, SKYSTRIKE PLUS, LANCELOT, 

TIME & MAGIC and STOS MAESTRO (not the Plus version) 


THIRD PRIZE 

THE THREE FUN SCHOOL 2 PACKAGES 
(under 6’s, 6-8’s, and over 8's) 

A* If that wasn't enough Mandarin arc putting together A new edition of 
GAMES GALORE (surprisingly called GAMES GALORE 11) and they want 
some more stuff to go on it. you never know It might be your game! Of 
course If 1 don’t get any entries this time I will just keep MINI OFFICE 
and Hog the rest for a nice profit, so get writing and send your brilliant 
platform games to me at the usual address it 


O ver the past few issues you may 
have noticed that I have been 
going over-the-top with informa¬ 
tion tor products that Mandarin never 
seem to launch, This is going to be the 
final update until they are released be¬ 
cause to tell you the truth it's getting 
pretty boring saying the same things 
month after month. To be fair to Man ■ 
darin they have suffered a bit of bad Inck 
concerning a few of their STOS releases 
but hopefully (fingers crossed!) this sum¬ 
mer should see a sLeady stream of STOS 
related products appearing in the shops. 
First on my list Is STOS Musician, this 
little gem has been totally rewritten since 
news of its release broke in November, it 
looks fabo but I still don't have a positive 
release date. Cartoon Capers, winner of 
the STOS competition has finally 
appeared, I have a review copy which 
(unfortunately) seems to have been 
slightly damaged in transit so all I could 
salvage from the two disks was the twin 
joystick extension which allows you to 
read both joystick ports, look out for a 
review in the next issue. Last but not 
least is STOS VIDI the video digitiser. 

This is a tricky one. 1 have seen the 
hardware and the STOS extension which 
controls the beastie but the editor soft¬ 
ware has yet to be written, so once again 
there is no positive release date, 

While I’m on the subject of STOS pro¬ 
ducts, Robin Edwards of Budgie UK has 
sent me some copies of their latest 
licenseware STOS games, Mr Dig. Tank 
Battle, Crystal Caverns and Space Blob, 
All of the games are available from the 
Page 6 PD library, so cheek ’em out. 
Unfortunately Lhe source code is not in¬ 
cluded with any of them, perhaps Budgie 
would consider publishing a collection of 
STOS source so that everybody can take 
a look at how Robin has achieved such 
good results. 

BOOT SECTOR 
PROTECTION 

F’rograniming time. First up is a neat 
utility by Daniel Spooner, It consists of 
two programs, one wri tes a unique erode 
onto the boot sector of the disk, i he ether 
is a small program to read the boot sec- 
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lor to see Jf It contains your code, Type in 
PROGRAM 1, here's how it works. 


LINES 10-270 Displays the Credits and a 
short message from (he author 
LINE 2S0 Peek’s location 1190 to check 
the status of the ST disk drivers), if only 
drive A is present this location wilt hold a 
value of zero 

LINES 320-340 Make sure there is 
enough memory to reserve a bank lhat 
will hold the sector data 
LINE 350 Calls the TOS function 8 
(FLOFRD read disk sector) using the 
STOS Trap function 

LINE 360 Cheeks to See if the sector was 
read properly 

LINE 370-450 Let ihe user enter ten 
numbers. These are stored in the arrav 

codeq 

LINES 460-470 Write the numbers con¬ 
tained in CODED Into the slari of the 
memory bank reserved earlier (which 
now holds the sector data) 

LINES 480-4t>0 Execute I US function 9 
[FLGFWR write disk sector) and cheek 
to make sure no error occurred (any 
errors detected bv the TOS routine are 
put Into DREG [0)1 


7* rmn SET UP SCRtew 
U0 i 

■90 J -u " 3 : krtil 2? j elm j elick off i hay off = -cur* af t t hid* cc * aoda B t 
paJat.t* 10, *777,4B,*777 i H*lt 10 i 

100 TJLt-'CQPV PftOttCTEH ! “ , CRED*-' Bv Danl-L Spoon**-" ■ 1sp*[CRED*3 

110 t 

i2fl rpti DO A PDNCY 5D?a L" 

138 i 

14» tfaf icrolL 1,0,4» ho 320,*0,-4,B i d*f *r„rn-l.l 2,B„i4 to 119,73,4,0 

J5B 4 nr LDOF-l t» lam4TJL*l i <_nd*r on e local:* 39,3 j print ml ei 4 ■! T [ L t, [ OOP, l J | 

liB nitl vhl t *crol 1 1 t Milt vh 1 f Krai 1 1 j nppt LDC1P 

1?0 f-or L.DOP-1 to M i mit «t| * acrol! 1 i wait vhl I vcral t 1 i n**t LOOP 

ISO i t}T LOO *-'-1 la l*n(CFtE5*3 ■ local* B.H j p-r j fU ■■!)* ICPED* , LOOP h 1 ] p 

3 90 Mil. vhl t ai;r©ll 2 t H *it vhl * ae-resip ? , n*Ht LOOP 

200 far L£KF*6 to 10 i mi t vhl i urell 2 t Mit vhl i acral L 2 ■ r>*:«t LOOP 

210 Linder off I 1 DClt* 0,71 t i, *n t r* "PLEASE HIT A M V KEY!' 

wait k»y i fid* 1 i Halt 27 i *od* 1 

230 e 

2*0 rart *4041 OW WITH THE HOI tt PRTKSRAH 
751 : 

2*1® Dmn* b u:iJ»r gri s ctntr* ‘COPY PtRQTE?CTEA 1 * I undar off 

270 print 1 ti**irpfc [ print TEXT* l nait S I c-*J*tta *0,*777,*B.40 

2U0 print i print t und*r on i print F Prot*ct*r non in Actiovi IF e unriir off c 

p*-s nt i print , if dwk (11V0) >* 1 than i goto 290 *1 a* Input “Chi**- Dn, v* 

lA/fif "|IMI i Mt-uppr-tlfifl*! i If Wl*- F A H nr £5H*- rf B“ than 290 alga bp| Jj < ewant 

r prbnt 9 print i print "Uwry 1 Can't ,m* that driv*!' t goto 220 

29# dR«4*c UH») i Dft-Dfl- bS 

50B ■ 

31# raa CHECk DISK WO r*.nupt 

313 s 

320 print p print ■ print i print "PI*aa* Inaavt DLak to Prot*ct ,H ■ Halt Pay ■ 
prl nt ^ print i print i print. 

330 4f i r * * ( I -140 B tfim print "Sorry, th*ri 1* not fncugS —nry tn load Bactqr! - 
i print i print i print "PI™ trap pp *beut 13000 hytaa' ** i Ml t hay ( default 
i and 

340 arm 10 : a* Murk 18, I MW# e ftnoatart [103 

3!Sfl trap 19,#,, .1 rCH . _l 0, rW DR, „ w ± , . H * f 0, , w p 

3i0 if dragL0>i>0 than print i print i print 'Emv In loading Sactor*, T fpt*k 
EaultyTI" i Halt iiwy r dafault i and 

370 print = print r print t pv(nt - Diak SactDr Loadad - Hun tnpuk d*ta. T „ H i 
print I print > print ■ dim CCDFiaOi ; DOLWf-0 


410- rpp*(t i Inc CQ4JHT 
420 input CAT* 

430 If va HOft I * 4 ? 30O0B than print c print e print “ Entry tg high - try 
ay*in! F i print s print i 420 

44# CODt1COUWT i -v aI 4 DOT* 3 
450 until LLKJHT*]0 

4&# print t print ■ print > print "Mem* Ejvlng Dat* 1 ' * €Rff—-falaa 

410 iRCK-fCh' t for 0-1 ta IS i pDk* eoir.DDOE (A3 , inc e najt A 

4H0 trap 14,9, .1 HEH, .1 0, ,h DR, ,* j, . * 0, .* 0, .** 9 

4BH If drag (13 0# and ERTtafal** tlifn print i print i print "Unafel* to Saw* Data 

(writ* prpt*ot*d7}- ± wail k#y i print i print i print "Try To Saw Data 
Again,.. - ■ ERH»tra* j gioto 4M 

4B* If dra^lOlO# ahd CRfl-tru* than print i print i print "6orry 1 t 4 nnpt Chang* 
th|R dl*k at alii" i print s print “Ptaturo to Editor...' b «a>t k*y g dafault r 
(A* 

490 print b print = print t print " r Prot*c ti on CL!^.lpt* JF T Halt kay ■ dafault i 
and 


Having typed that it. stick a nice freshly 
formatted disk into the drive, save the 
program then run it. You will be promp¬ 
ted Lo input some data, enter ten num¬ 
bers (try 10-100 for now) remembering to 
press RETURN after each number, if all 
goes well the program will display ihe 
message "Protection Complete", of c ourse 
if it doesn't then there is something 
wrong with your disk!! Ok now you are 
ready tu type in the program which 
checks the disk for the boot sector infor¬ 
mation - PROGRAM 2- 


Listings 1 and 2 - Boot Sector Protection 


m wwm FLWl fOSHAT O-CCKEK 


HOW IT WORKS 


bB hay off i *iLy* Off > hid* on * aoda B 

70 gs>»ub 5H4 e ran GOGUQ TO THE RHHV FORMAT Bill 

0® henna ■ orntra “haJcoaa, at laaat you don't pint*!’ * print ■ print i .print 
F Ju*t to Ehnw yoti that *aclor,, T " . pwiht i MCH^Btart 4101 ■ ftw A^l to IS i 

print paah IMFHJ e (tie HfH t o*nt A i print ■ print " 5 hank ytn* for uaing Dppy 
PROTECTOR'“ i Halt k*y i dafault i and 

5000 »rg«* 1 ft ■ raurvt a* «rk IB,lBa00 i 14183 i di* COD€(l.il i 

CRRH-falaa 

D0L0 Lt3H£[l3-10 I DDSJE[?]*7a e PODE <31-30 P CODC44I-48 , CODEiai-50 1 CDDE(tJ-l 
t CODE 171-70 t Cdtff10l-B0 i C0Dei9}-9« i CQDE(101-100 
h0L5 1 

3BZB trap 14,H, .1 MfM, .1 0, , H 0, .H L, .a#, ,H B, ,M 1 

“jB.tb i 

3B4B few inne-t to i« I If paak lMEM? C 7CQDE CLOdff than CRAH-trua 

(5BS0 Inc KEN , n*»t LOOT 

l 

507# if CRAH-trua than flaali B , " ( 70B. 31 (h#0 r 33 (32i,1 „ 33 1 1 ,3 h (300, 33 1500,33 F E 

r*paat I cantra "SOf TMflftE A IRATE SLIf'WflFF F r RATE 1 ■ J print- * hfir™ g until 
irua-f aim* 

TiB0B- ratLirn 


LINE 60 Clears the screen 
LINE 70 Jumps to the sector checker 
LINE SO Displays a nice message if the 
sector checker shows that the disk has 
been imprinted with your code 
LINE 5000 Sets up an array to hold your 
code and creates a memory bank to hold 
the sector 

continued 




LINE 5010 Puts the code in the array 
CODE() 

LINE 5020 Reads the hoot sector into 
the memory bank 

LINES 5040-5050 Check to see if your 
code matched the one on disk 
LINE 5070 It the code Is different to 
yours this line dots a bit of flashing and 
calls you a piratel! Nice hull? 

I would just like to say that neither the 
publishers of this magazine or myself can 
be held responsible for any disks corrup¬ 
ted by using (his program, although if 
you use it properly it could be a very 
useful utility, it works Ibr me! St ilk if you 
take the advice of one of my old computer 
science teachers (he only way to protect 
your software from piracy is to lock il in a 
safe, and that was a recommended exam 
answer!’ 



LET’S GO CYCLING! 


Demo's now. Many of yon out there in 
computerland will be familiar with the 
type of programs that are coming up r 
they follow some very sound principles 
that have been discussed in great length # 
within magazines such as COMPUTE [, 
BYTE, and PERSONAL COMPUTER 
WORLD h all of which are fabo magazines 
but don't feature any STGS stuff, Prog¬ 
rams 3.4. and 5 all draw strange pat¬ 
terns on the screen, and use the MOD 
function to produce cycling colours. 'I’hey 
all follow a very similar format so I will 
Just give you a breakdown of PROGRAM 
3. 


HOW IT WORKS 


LINES 80-170 Define the main variables, 
note t he symbols define floating point 
numbers. Try changing R2 to 60 and R4 
to 30 

LINES 190-280 Calculate coordinates 
and draw the lines. The colour is cycled 
from 1 In 15 {and back again) by using 
the MOD function. Try changing the 
SET#/0.2 in LINE 230 to other values to 
produce some more weird patterns 
LINES 310-380 Contain yet another 
colour cycling routine, this one simply 
reads the value of a colour register and 
places It into the rcgisler below (hat one. 
thus cycling t he colours down 



|0 g- m n AA AAAA AAAAAAAAAAAAAAft AAA#iAi» 


20 r m Dr am U**!i 7. 


3B r*m “ By F.0UHiCt*4A 




30 |i*y off i *nd* £1 i turn o*f i fl o+f t hid* on 
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« 
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dtt TM«-2*pi 
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R1-JIS 
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R2-B3 
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it® 

I2tt-pi/2S 


1 79 
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l ee 
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¥ 


2 fed 

rnr **** H*in Loofi **** 
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+ or rtnB to i®T’lmi® »t«p 1* 


239 

ft* ¥3**B td TH# itap 12* 


210 

* 1 »«R1 4 cat tT2* } ♦ XCEHTER 


340 

Y 1 1 IH T 2* J * YCfc-N 1 L.H 


25B 

1 24-R3*E o* CT* i * f CITMTFR 


2*B 

Y2*-IM*b in IT# i +YDENTER 
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■ fi K C 


2M 
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7>?a 

r-c *«1 lB+1 


300 

n ■ ■: t T2t 


SIB 
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32W 
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35B 
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37B 
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Above and top right 
- Peter Hickman’s graphics demos 

Bottom right 

Francois Lionet’s Robots demo 
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LINE 260 Starts ihv manual sprits up 
date process 

LINE 270 Clears the background screen 
LINE 280 Redraws all the sprites (In the 
background screen] 

LINE 200 Swaps the screens making the 

sprites Instantly appear 

LINE 300 Waits lor 1 VBL 

LINE 310 Wails lor the mouse key to be 

pressed 


Draw I>*rwi 5 


LEARNING TO SPELL 


Before I pop oil let me just tell you about 
a new addition to the Page 6 PD library. 

A new educational program called Magic 
Speller has recently been sent to me by 
Jim Klewker (hi Jim!). Jim also wrote the 
excellent Multimat program which can be 
found (along with my Treasure Search 
game) on ST231. 'Hie main attraction of 
Magic Speller is that it features speech, 
not digitised but actually STQS gener¬ 
ated speech'! The program which does all 
the work Is actually a PD speech gener¬ 
ator which has been available for some 
time - SPEAKTEX, 'Dlls program was al¬ 
tered slightly [so that It didn't Interfere 
with the STOS interrupts) by Martin 
Taylor; a copy of the program together 
with a short tutorial from me and 
documentation will be available on the 
next Page 6 STOS column disk (together 
with programs from the past few Issues), 
so for more details of both these disks 
drop Page 6 a line. 


*«"*>* 'tmi AiioLh#r col our 


1’U roil i l* eta rabati 1 

IB fia-Hb In C rjflwvn T AffiC-fimr 3 h ijr till i.|]F I I » 
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50 i-n»--- 

64 T «fl 
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bfTi laid 'A: nRI>[ D. *1HK' 

Ley off t curs- off l n l tJe an 1 iudc 16 
1.015 flD“hunt(iiUr(U! tu ftvt f I HlMItMl! ."W.T’l+f 
110 for lw*0 to 15 3 cat oof N, dr*k ( AD 4-K*2 1 i rtn-nt 
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] 4 B r III 

150 r w > Initiillutjon dee tpritat 
1615 rim 

1 70 3Or Ni3 til 151 

iao merit* n. i m»36 1 7s 1 i 

C90 #n|a 

u , i 1 , 1 * <2 , I 1 3 3, I I (4,11 (3,11 16,11 [7,11 {S,l)(9,l)ILII,llt!l 
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2BB y W,-(| ,1,501 (1, 1,1003 U ,1,581 I " 

Z1 fl nvi on W : n4 1 1 T a naiit N 
220 intt or, 

T~m 

2-«0 rip > yuLic I d d '.inieiti on 


COMING NEXT? 


That's about it for this issue, next time I 
will (hopefully!) do a SPEAKFEX tutorial, 
a couple more demo's and on a more 
sinister note I will be discussing the mis¬ 
use of STOS as an easy medium for dis¬ 
tributing various types of VIRUS, Until 
then keep STOStng and don’t forget lo 
send me any questions, programs, and 
most importantly competition entries 
(please !tt). 


If anybody comes up with any interest 
ing variations on these programs, send 
'em to me and HI stick the best ones In 
the next Issue (if I gel any!!!!) 


HOW IT WORKS 


LINE 65 Loads the sprites 
LINES 90-130 Sets up the screen, grabs 
the sprite colour palette and turns the 
automatic sprite update 
LINES 170-200 Draw sprites 1-15 in 
turn, anti starts them moving 
LINE 210 This line Is interesting because 
it causes a small delay between each 
sprite initialisation, this means the sprite 
has a Small time to move before the next 
sprite appears, thus giving the wavy 
effect!! 

line 22Q Switches the animation on 


SEND IN THE DROIDS 


Write to me as follows: 


This issue's Iasi program is a mega 
demo from Francois Lionel, it consists of 
15 robots moving up and down in a wavy 
line, "type III PROGRAM 6, but before you 
run it make sure you have a disk con¬ 
tain ing the file 'DROID.MBK" (from the 
STOS accessories disk) in your drive. 


Peter Hickman 
36 CLEVERLY ESTATE 
WORMHOLT ROAD 
LONDON W! 2 OLX 









EDUCATION 


PLAY AND READ 

LEARN TO READ WITH PROF 



T his unusual educa¬ 
tional package from 
Prisma Software 
aimed at helping children 
learn to read. It has no age 
guidance on it, but should 
be suitable for any young 
child who seems ready to 
begin learning. It uses lower 
case letters throughout, 
teaches words chosen from 
an educationally approved 
word list, and conforms with 
i he National Curriculum re¬ 
quirements. sn should be 
compatible with other chll 
dren's reading schemes and 
books. I received only Part I 
for review, but there are 
three further parts available separately 
which build on the words learned here. 
The package is expensive, but does in¬ 
clude rather more than usual. 'Flicre are 
two disks, one containing an intmduc 
tory story program and the oiber a learn¬ 
ing game. There are also five slim, illus¬ 
trated books containing the words lear¬ 
ned In simple story form. Finally, there’s 
an audio cassette featuring actress Patri¬ 
cia Hayes, which contains a 10 minute 
introduction to the package. "Hiis is de¬ 
signed to be used along with the story 
disk, and provides associated graphics. 
Hie two are designed to run In synchron¬ 
isation and work Impressively well 
together. The graphics are good, being 
big. bold, colourful, and very picture 
book" in style. 

The main program, the learning game, is 
structured inio five "books ', each corres¬ 
ponding with one of the printed books 
provided. Each book Is further subdi¬ 
vided into five steps, the successful com¬ 
pletion of each acting as a progress 
miles tone. The opening menu allows the 
game to be started at any step In any 
book, bill once into the game you can't 
gel back to this menu without rebooting, 
should you change your mind. 


Title: 

Ploy and Read 


Part 1 - Prof Plays 


A New Game 

Publisher: 

Prisma Software 

Price: 

£29*95 

Reviewer: 

John S Davison 


PLAY THE GAME .... 

Each Step consists of a simple word 
game, which basically consists of match¬ 
ing like words, This is done by guiding a 
little animated figure to a word on the left 
of the screen using the arrow keys, then 
finding the same word amongst those 
shown elsewhere on the screen, "S he child 
*thcri has to read the word out loud and 
guide the figure to It as before. This 
usually involves guiding the figure up or 
down a ladder to get to (he correct part of 
the screen. Although the controls are 
easv to use, the game should really be 
played under adult supervision, so gui¬ 
dance can be given when required. 

A correctly matched pair of words re¬ 
sults in the little figure Jumping for joy. 
and when all the words displayed have 
been paired correctly another cute little 
animated figure appears at the top of the 
screen as a reward, New words are used 
after two consecutive all correct screens 
are completed. Incorrect pairings resnli 
In a rude noise, removal ol the oil ending 
word from the screen, and no reward. 
Once the requisite number ol reward 
figures have been earned the game 
screen dissolves into a colouiiul picture, 
captioned with sonic of the words learned 
in the garnc. The child can then practice 
reading these, before proceeding to the 
game’s next siep level to leam more 
words, This continues up through five 
steps, with different pictures being used 
at the end of each. Sonic pictures lncor 
porate tiny animated characters to add 
variety and interest. 

The game graphics are simple and clean 


and the sprite animation is 
generally well dune. The end 
of siep pictures are similar to 
those used on the introduc¬ 
tion disk, Sound is restricted 
10 simple tunes, musical 
phrases, and occasional 
bleeps and burbles, and I 
fee! the authors could have 
6 ried harder in this depart¬ 
ment. 

.... NOW READ 
THE BOOK 

When all five steps have 
been completed the child 
may read the book relating to those 
steps. By this stage hc/she should be 
able to recognise all the words, and 
hence successfully read the hook right 
through. This is a major achievement, 
and should work wonders for the child's 
self confidence At the end of the fifth 
book the child should have a sigh I voca¬ 
bulary of 63 words. 

Although l found she package to be a 
well constructed and presented 
leaching/learning aid. f do have a couple 
of criticisms, firstly. the whole series 
srtrriis to be based on the character Pml, 
but he's hardly mentioned anywhere ex 
cept on l he box! He's referred to variously 
as ' the figure’’ or 'the little red man in 
Lire instructions, book, and cassette! He 
does appear In illustrations throughout 
the five books, tout J can’t understand 
why the authors haven’t given him a 
stronger Identity. Perhaps they do in 
later parts of the series. 

Secondly, the same word game is used 
throughout, which could in some cases 
lead lo that common problem afflicting 
manv educational programs tedium. 
The authors could have used a different 
game format for each book to add more 
variety. However, using the same game 
does mean a familiar learning vehicle is 
available throughout, which some chil¬ 
dren would find reassuring. 

Despite these criticisms 1 liked (he pack 
age, arid 1 can imagine iis intended audl 
enct enjoying using it, And if ii makes 
learning to read more enjoyable then it’s 
achieved its purpose. It’s rather expen¬ 
sive. so try to see it demonstrated before 
buying. 
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The RESOURCE FILE — 

where to find support for your Atari 


The Resource I’lle is a service provided by 
PAGE. 6 to help Atari owners find sources of 
infL'imiutLon. help and supply An entry in 
this feature does not necessarily imply any 
endonement by PAGE 6, The retailers shown 
are those who ore known to have supported 
Aian For some time but things change and 
readers cne advised to check for themselves to 
ensuielhat the information is still current. 

We would ask urvy readets who find in lar mu¬ 
tton to be inaccurdlf or out of date * 1 Co let us 
know &o that an entry may be amended or 
deleted. 


RETAILERS 


fAt foMowinj rrliiflm Anw been rr- 
fhostiJ from cue Hesourre file 

SILIC0\ CEV f If t t din bu rg* 
rhiOld ■ iVoMiJWjfrfim 


AT ARE WORLD 
15. Tonne 11 Street 
Manchester 
M4 3DU 

i el, 061 0.14 4941 


COMPUTER ADVENTURE VVOKI IT 

Bank Buildings 

1A, Churl no Cross 

l-Ur ken head 1.4 L fill 

Tel 051 66* H32 

COMPUTES CAVERN 

9 D«*un Sireet 

Marlon 

ft a (Iks 

SL7 3AA 

[ id, U62K 891101 

COMPUTER CAVE HM AND (UST 
TAPES 

] | undent Street 

RasLngsto'ke 

Kunls 

RC21 7NT 

Tel. 0256 472201 

COMPUTER CAVERN 
22. Morlcy Street 
Swindon 
Wilts 

Tel. 07904H5608 

COMPUTER CAVERN 
2 1 F Harris Arcade 
Reading 
Berks. 

RG11UN 
1 el. 0734 SB3062 


BRIGHTON COMPUTER 

2, Ann Street 

Brighton 

tlNI 4CP 

Tel. 0273 S70240 


l.Xt HANGER 


COMPUTER CENIHl 
174. High Mreet 
liainrhurch 
Esses 

Tel. 0402J 7.5613 


GLASGOW COMPUTER LI NTEL 
Virginia Galleries 
33 Virginia Street 
GldSOffw 
Cl ITU 

Tel, 041 .5,52 1522 

HI-FI W( Slt.RN LTD, 

52. Cumbrian Ruud 

Newport 

Gwent 

Tel. W33 62790 

LADBROKE COMPUTING LTD. 

0.1, Orimkirk Ettnud 

Preston 

Lancs. 

PR L ZQV 
114 U772 21474 

LIVINGSTON COMPUTER CENTRE 
17. Use Mall 

traigshll] Shuppitsq Centre 

Livingston 

West Lothian 

Eel. 0506 3697K 

MICRO-TRONIC'S -S 
27«, Market Street 
I ainwort h 
Staffs 

Tel. 0627 5I4KO 

ONE STEP BEYOND LTD 

llu. Cast Le Meadaw 

Norwich 

NR13DG 

1 el 0603 663796 


PLAfS ELECTRONICS 
107, ParnL'l] Street 
Dublin I 
Ire-lurid 

lei 0001 727799 

SOFTWARE LAP HESS 
212. Bruud Street 
Birmingham 
BIS2AY 

Tel. 021 643 9LCK1 

SOFTWARE EAPHLSS 
9 Exeter Street 
I'lj'mouth 
Devon 

lei. 0752 265276 

WHITE ROSE COMPUTERS 
-Brook Lyn Court 
Bradford Road 
Clee k beulan 
W. Yorks BD19 4TI 
Tel. 0274 051131 

A S. WOOTTON H SON] - Vt* 

116 Edlestan Redd ^ „ ftffitotA CS 

I. I I V-1.- I —-— - 

CW2 71 ID I 

lei. 0270 21411ft 

YORK COMPU i l-R CENTRE 

9, Uuvygate Arcade 

I Jowygale 

Vark 

YOl 2SU 

Tel. 0904 64 LH62 


ABC 

t utilact Mike IXmoghue. 105, 51. 
Imnurdis, Acad, Leicester LE2 3BZ. Tel. 
OS33 700190. Rclallei and Mh fi-brt 
and ST user groups 

A,Cl- USER GROUP 

Contact Martin Sharpe, 26 Brooklyn 
Court. Bradford Road, Getkheaion, 
West Yorks. b0l9 4T|. Tel.0274 651101 
;24 hours!. MonOlly meetings, news!ti¬ 
ter, trips,, diicounls etc 

A. U. G, (IRELAND) 

Contact Mike Cusey. 3, St. Kevins Park 
Ullmacud, Co. Dublin. Ireland- Tel. 01 
061830 Of BBS 01 S85634 (24 hoUfS)- 
Mnnlbly meetings and newsletter 

BEST WOOD H HI I USER 
GROUP 

Cantacl David Taylor. 60 Stevenholme 
Crescent. Bestwood Park, Nottingham. 
NC5 SfW. Tel. 0602 2LW735. 0-bil local 
users only 

BOURNEMOUTH AND POOLE 

ATARI USER GROUP 

Contact Culin Hunt 24fi Wimbome 
Road, Oakdale. Pouic. Bonet ST. S-bit, 
hardware nndt software development. 

BURY ST. EDMUNDS USERS 
GROUP 

0>ntuc1 Gary Brum may c. 22 Ridley 
Hoad,. Flury St. Edmunds, Suffolk, IP30 
3HS- Please send 5AE far details. 


BBS 


Nome: THE VILLAGE 

Number Ql 464 2516 
Hours. 24 Hours. 1 '? days 
Baud: V21, V22., V22BI5, V23 
Features: ft bit area, ST area, CP/M 
area 

Name: INFOMATIQUE 

Number: 0001 764942 (Dublin) 
Hours: 24 Hours 
Baud: 300/300 and 75/1000 

Features: ATARI SIC uadi program 
library 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Baud: 300 and 1200/75 

Feulures: ft bit area ami ST area 


COLCHESTER ATARI USl ft 
GROUP 

Contact Mike HdTfksnn, 172, Harwich 
Road. Colchester, Esse*. C04 3DD 
Meets fortnightly, supports ull Atari sys¬ 
tems. Tel 0206 06793] or 0206 429130 

CLUB CENACLE 

Contact Michel Breton, C lub Cenacle. 

B P. 49, 95110, Sannois, FRANCE. XL. 

XE and ST users, newsletter, PD library, 
contact with users and user groups any¬ 
where in the world welcome. 

FqST (Fast ST Basic Users 
Group) 

Contact S-bnon Rush, 42 York Road, 

Raykigft, Esses, SS6 S50 Tul finals in 
Basic -urnI 60000. 5AE for full details. 

FLOP PY*] I OP ST 

Contact Slew Delaney, 50. Stewart Cres¬ 
cent. NorthAeld. Aberdeen, A B2 5SR- 
Tel. 0224 $91024. 

The GATEWAY CLUB 

Contact Phil Herberer. Lfi4d Raddillr 
Baud, Ltiken heath, Suffolk- Tel. (Ens¬ 
ure]]! 2363- All computer dub with Atari 
section. Meets Otlrt a month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS! 

Contact Glenn LfQcbr, 143 Richmond 
RiKjd, LeylonsKme, London, Ell 4BT. 

Tel. 0] 556 0395. XL.KE, ST users Great 
newsletter and PD library 

- L 

Name: CHARLY 

Number: 045 3 /J164 2 Germany 

010/49/451/31642 from England 

Hours: 24 Hours/7 days 

Baud: 300. Rnl 

Features: Atari 8-bit and SI areas. 

P.D. software. Some German 
required! 

Name; THE ARK 
Number: 021 353 5486 
Hours: 24 Houts/ 7 days 
Baud: 300 or 1200/75 

Features: S bit with Download.!?, 
hints, swaps etc. 

Name: CRYSTAL TOWER BB$ 

Number: 018S62813 
Hour*: 24 Hours 
Baud: 300 to 2400 

Features: Atan section which 
needs your support! 


LUC'S (LEEDS USER GROUP) 

Cdlllact Dove on 95:32 717712 anytime. 
1050. tt]0. cassette users welcome. Send 
SAE to P.O. Bos. TB.7, Leeds. W. Yorks 
LSI 2 5PG 

LVAUC (LEA VALLEY ATARI 
USERS GROUP 

Contact Mat! Tydemun. 325 Cadmon.- 
Lane, ChMhunC Herts. EN'6 9|H. Regu¬ 
lar meetings tind newsletter, 6 16 bit. 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter Solomon. Tel. 0625 2D782 
evenings Lind weekends All rompulfl 
club with Atari section, Meets fort¬ 
nightly 

NORTHERN ITALY 5T FANS 

Contact Curlu Bianchmi, Viule Argonne 
J 2. 27100 PAVIA, Italy 

ROCHDALE AIARI COMPU 
TLR ENTHUSIASTS (H.AXI.) 

Contact The Secreiury, P-O. "Box t, Rocb- 
dale, Lancs OL12 BTQ- 5AE appreciated. 
All Atoris, meetings fortnigh-tly 

S1CATAR1 

Contact Glenn Leader, 143. Richmond 
Road, Leytonstane, Landort. E.3 I 4BT 
(el-01 5S60395. Fori hose interested in 
more unusual applications. 

ST USER CLUB 

Contact Tony. 0. Ithnurd Road, Pe-dk- 
ham, London, 5EI5 UtU Members with 
double sitked drives 


Name CITY UNDERGROUND 

Number: 01 773 4756 
Hours: Mon-Eri 7pm to Bam 
Sot/Sun 24 h.uurs 
Baud: 300/1275 
Features: B bit -and 5T 

Name; THE GNOME AT HOME 

Number; 01 B8B B8V4 
Hours: 24 Hours/7 days 
Baud: V23 viewdata 

Features: ST ar^u frame *1632.0#. 
ST Babble studs an frame 
*1632.9 # 

Nuftlfi: CBABBS 

Number: 021 430 3761 
Hours: 24 Houri/dosed Thurs^ 
davs 

Baud: 300 

Features: ST/8 bit, Email to USA 
urld Canada 


USER GROUPS 


STOURBRIDGE ATARI UNEK 
GROUP 

Contact Les Taylor. 99. Brcdcm Road. 

Stourbridge, Weds Midlands. DVR 4LA. 

Tfl 0304 379575 Meetings once 0 
month for 8 bit corrtpalers. 

S.W.AX, (SOMERSET WEST 
ATARI GROUP) 

Contact [. Evans. H. Plein Street, Ik'me- 
nict West, 7 L30. Cupe fTovinct. Sc>ath 
Africa. St and 0 bit uslt gmup offering 
help and assistance to users in -tonth 
Africa including township schools. 
Worldwide support appreciated 

VTB ATARI COMPUTER CLUB 

Contact C'hrLstran Delubotre, Hekstraut 
7. 9050 Evergem, Belgium- fel. 

091.26- 29.29. Far XI.XE.51. Organised 
talks, '■■isitsetc. 

WESTMORELAND ATARI 
CO M PU TE R O KG A NT Z A1 I ON 
(W.A.C.O.J 

ContdCl Chuck RosSO, 2b9 Em rose Dr-, 
fhltsburtjh, l’5 1.9235, U.S A Covering 
H..biL, large TD library catakig. will mail 

WORLD ATARI PENPALS Ini, 
User Group (WAP) 

Contact Mux Tyrveen, Magcrtuusi 8, 
Alphen a/d Rijn, 2402 LP, The- INrther- 
lunds- fel. 05 720 4-4503. Membore in 
U5A, Canada, Frunze, UK... Greece, Ger¬ 
many, Saudi Arabia. Have circulating 
disk (8-bit und ST}, Mail only. 


PAGL 6 reserves the right 
to delete any entry from 
this feature fur any 
reason. Inclusion does not 
imply any endorsement 
by PAGE 6 and PAGE 6 
can accept no responsibil 
ity fur the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of date. 





























Hundreds of disks for both the Atari XL/XE and 
the Atari ST but with a difference • every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don’t throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS - hundreds of quality im¬ 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 




* mapping 

THE ATARI 


Umf *! 191 


We import books direct from the USA f 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 


j vf i _ s I GUIDE 

'I FS j -MMivt.isr 


40 

GREAT 

FliGWT 


SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON’T SEE ELSEWHERE 


J Fighter school 


■ nr 




ja 1 mmm* 


Keep that equipment free from dust and spills . We have been selling our fop 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 


THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1 DR 

Telephone 0785 213928 Ask for our FREE catalogues 

































